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Editorial 


Don’t you just hate it when it says “Available Now” in 
PC PowerPlay, but your games shop swears it isn’t even in the 
country? And won’t be for months... 

We hate it too. 

Here’s how it happens: 

A phone call comes in from an excited publisher, going something 
like this: 

Them: “Great news! Baby Slaughter 4 is in final beta testing, I’m 
sending you a review copy now” 

Us: “When will it be in the shops” 

Them: “The timing’s beautiful, it’ll be out just a week before your next issue!” 

Us: “Yeah right... You positive?!” 

Them: “100% positive, guaranteed, absolutely definitely, you got it baby” 

Then, one week before the new issue goes out we get a call. 

Them: “Great news! My new batch of colostomy bags have arrived! Oh, and Baby 
Slaughter 4 has been delayed a couple of months.” 

Us: “DOH!” 

Sigh. Happens all the time. It gets your hopes up and it makes us look like wallys. It 
happened with issue #1 of PowerPlay with Grand Prix 2 (every game mag in the world 
got shafted badly by MicroProse with that one), and it’s just happened again with 
Dark Reign. 

So, we review from these gold beta CDs less and less in an effort to minimise this 
ugliness. Our New Improved production and printing process means we can review a 
game out of the final packaging and have it in the newsagent in no time. 

The reason these games are delayed is that last minute bugs reveal themselves. These 
particular bugs tend to be the most critical and the hardest to fix. It's a Murphy thing. 
Not with Dark Reign. I visited the development HQ and this was one bug-free place. 
No, the reason Dark Reign will be late is because of Play Balancing. This means 
tweaking each unit in the game so that all is fair in multiplayer war. It means making 
sure bugs like the infamous Red Alert Tank Rush never appear again. In multiplayer 
Real Time Strategy it is especially important that no Guaranteed Win technique 
exists. In a game as complex as Dark Reign this is paramount. 

I’d rather wait another couple of months for a better game, than participate in the 
public beta test which most companies prefer, addressing the bugs that customers 
have so kindly discovered in a patch, much later. 

As patience-testing as it is, this is the right attitude. Let’s hope this dedication to 
quality catches on. 

Ben 



The PC PowerPlay scoring system 

90%+ A classic. Either an unquestionable example of superiority within its genre, or a 
ground breaking game that'll be setting trends. 

80-90% A strong, eminently platable game. Hard to fault and likely to still be on the 
hard drive in 6 months time. 

60-80% Competant and generally enjoyable. Flaws or mediocrity hold these games 
back from higher ratings. 

40-60% Average and ordinary. Not bad, not good. Ideal gift 

0-40% Bad. really bad. Boring, shamelessly unoriginal, cheap and horrible 
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It’s Payday! 


Win 95 

Running the Powerplay CD under 
Win 95 is best. All the games will 
appear on the menu and run, 
whether Win 95 or OOS. 

CLICK ON THE POWER WIN ICON 

DOS 

Around half the games are DOS. 

The Powerplay DOS menu will only 
show DOS games 

TYPE PCPOWER AT THE CO 
PROMPT I PROBABLY D:J 

Win 3. lx 

Some games will run under 
Win3. lx. The Powerplay menu 
won’t work under Win3. lx, so run 
them straight from the CD with 
File Manager 

RUN STRAIGHT FROM CD 

VtfinQS | 


WiceGuide 


Twinsen’s Odyssej 

Adeline /Activision 
Window s 95 Adventure/ RPG 

Just ask the Oracle, Twinsens first 
Little Big Adventure (Relentless) was 
very popular. Now, check out a very 
eagerly awaited sequel indeed. This 
time, Esmer aliens from the planet 
of Zeelidi set foot on the planet of 
Twinsun kidnapping all the magi- 
cians and children, the Esmer’s sin- 
ister plan to destroy the planet 
becomes apparent. Twinsen is once 
again called into action to save his 
planet to defeat the Esmers, and con- 
front their leader, the Dark Monk. 
System requirements: Pentium 75, 
8Mb RAM, Soundcard 
[UP] - Forward 
[DOWN]=: Backward 
[RIGHT] » Turn Right 
[LEFT] - Turn Left 
[SPACE] - Action corresponding to 
the current behaviour 

* NORMAL: Talk / Read / Search / 

Use 

* SPORTY: jump 

* AGGRESSIVE: Fight 

* DISCREET: Kneel down to hide 
[ALT] « Throw the magic ball or the 
selected weapon (when you've found 
it) in any behaviour: 

Trajectory will change with the cur- 
rent one. 

[X] + [Arrows] = Dodge moves 
(behavior dependant) 

[Vi] / [I] / [End 7 - Quick Access to 



Normal Behavior Action 
(Talk, Search, Use) 

[RETURN] = Recenter screen on 
Twinsen ( In and Out mode ) 

[ CONTROL 7 - Behaviour menu 
[SHIFT] - Inventory 
[ESC] = Quit Game (Main Menu) 

Terracide 

Eidos Interactive 
Windows 95 arcade/action 
Terracide is like Decent but yet it’s 
not. It has the same kind of plot - 
mosey round a 3D inner world with 
long passageways and large open 
areas, however Terracide is also a 
very atmospheric game, encompass- 
ing exploration, frenetic combat and 
puzzle-solving. 

The story goes like this, mutated ex- 
humans, having left Earth genera- 
tions ago, are returning in their 
gigantic ships to destroy their former 
home world. You are Earth’s only 
hope, flying the single vessel small 
enough to penetrate their defences. 
System requirements: Pentium 90 
with 3D accelerator, Pentium 150, 
16Mb RAM, Soundcard, Direct X 3.0. 
This game supports a joystick, 
gamepad and mouse. 

This game supports ATI Rage 3D, 
Virge VX. Power VR, Rendition, 
Matrox Mystique and the 3Dfx. 
Impressive range huh?! 

[KEY CONTROLS] 

Up Arrow - dive 
Down Arrow = climb 
Left Arrow = turn left 
Right Arrow - turn right 


A = accelerate 
Z = reverse/decelerate 
D roll 

Q = fire main weapon (centrally 
mounted) 

C = fire 2nd weapon (right mounted) 
X fire 3rd weapon (left mounted) 

F = flare (unlimited, but uses lots of 
energy) 

E = detonate (guided missiles only) 
Space = strafe (hold down and press 
Left, Right, Up or Down) 

Delete ■- strafe left 

Page Down = strafe right 

Home = sti afe up 

End = strafe i nv n 

(or POV hat on inystick to strafe) 

Alt = pause/bring up window menu 
i -7 = weapon select (press same key 
to cycle through all weapons in 
group) 

Shift + 1-7 = select 2nd weapon 
(right mounted) 

Ctrl + s-/ = select 3rd weapon (left 
mounted) 

You can reconfigure these keys with- 
in the game. Press ALT to bring up 
the menu, select Options, Configure 
Controls, Configure Keys. Select 
Configure Mouse/ Joystick to set up 
the mouse or joystick. 











Wipeout XL jw»n95l 

Psygnosis 

Windows 95 Racing/ Action 
Wipeout 2097, Wipeout XL They’re 
actually the same thing. Don’t ask us 
why it has 2 different names! Anyway, 
Wipeout XL is a futuristic racer from 
Psygnosis. Vehicles hover over the 
track and have the ability to turn, 
jump, and pick up weapons. These 
include missiles, mines, rockets, plas- 
mabolts, electrobolts, thunderbombs, 
and the dreaded quake" weapon, 
which sends a flaming earthnnake 
down the track. Powerups can {P°^i 
collected. These include autopilots, 
energy H-paks, sheilds, and turbos. 
System requirements: Pentium 90 
with 3D accelerator, Pentium 133 
without, 16Mb RAM, Soundcard 
Direct X 3.0 or greater. 

This game supports a Joystick and 
Gamepad. 

This game supports Rendition and 
the 3Dfx. 

Cursor keys Left & Right = Steer 
Cursor keys Up and Down = nose up 
& down 
5 = accelerate 
A = air brake left 
D = air brake right 

SPACE = fire [o°^l 

Left Alt « drop weapon 
Ft =» View: external / internal (inter- 
nal view is not recommended for 
those prone to motion sickness) 

F2 = Mouse sensitivity: 8 settings 
F 3 - Draw distance: 8 settings (high- 
er settings increase frame rates) 

F4 m Engine trails: 3 settings 
F§ = Sky. on / off (when off - frame 
rate increases) 

Fy - Bi-linear filtering: on / off (when 
off - frame rate increases) 

All controls are redefinable in this 
demo. To do this, go into the 
OPTIONS menu from the main 
menu. Then select CONTROLLER 
SETUP. In this screen, use the left and 
right cursor keys, to select the required 
controller device. Select the REDE- 
FINE CONTROLLER to alter controls. 


Machine Hunter 

MGM 

Windows 95 
Top-Down 3D Shooter 
In Machine Hunter, players must 
destroy enemy robots in order to pre- 
vent their destruction of earth. 



Players can move and shoot in every 
direction, and strafe as in first per- 
spective shooters. After each enemy 
is destroyed, the player gains the 
powers of the robot. Special weapons 
can be collected as well as power-ups. 
Other special items including portals 
are also contained within this game. 
This download offers one level of 
overhead shoot-em-up action. 

System requirements: Pentium 60, 
8Mb RAM, soundcard. 

This game supports a joystick and 
gamepad. 

The cursor keys provide directional 
movement for the player. 

CTRL - Fire 

The numeric keypad provides 8 direc- 
tional firing for the player. 

Y = Fire Up 
G = Fire Left 
H = Fire Down 
/ - Fire Right 

Space = Fire secondary weapon 
W * Select primary weapon 
5 = Select of secondary weapon 
Numeric keypad o - Strafe (Rotating 
view only) 

Return - Start button and PAUSE 
TAB = 3D Map of the level 
ALT-F4 * Quit 
ALT-Enter = Full screen. 

ALT = Full screen to window. 

X-Men: 

Children of the Atom 

Acclaim 

DOS Arcade Head-to-Head 2D 
Fighting 

This is your basic street fighter 2D 
fighting game except now you can be 
X-Men (and women if the term 
applies). This demo version allows 
players to control Wolverine or 
Psylocke battling it out head-to-head 
on one machine or play against the 
computer. 

System requirements: 486/66, 8Mb 
RAM, Soundcard. 

This game supports a Joystick and 
Gamepad. 

Player 1: 

Start = Fi 
Left - A 
Right - D 
Up - W 
Down - 5 
Punch - T,Y,U 
Kick = G,HJ 
Player 2: 

Start = F2 
Left «= Left Arrow 
Right - Right Arrow 
Up - Up Arrow 
Down «= Down Arrow 
Punch = lnsert,Home, Page 
Up 

Kick - Delete, End,Page 
Down 


Dogs of War |Win95l 

Software Engineering inc. 

Windows 95 Strategy 
In Dogs of War, you can control any 
of the major combatants of World 
War II (U.S., U.K., U.S.S.R, 

Germany, or Japan) or any combina- 
tion of them with up to 5 human 
players. The combat and economic 
models are greatly simplified in Dogs 
to increase playability offering a fast 
and fluid challenge. Play is turn- 
based and up to 5 humans can go 
head-to-head via the Internet. 

System requirements: Pentium, 8Mb 
RAM, Soundcard. 

This game supports a mouse. 


Need for Speed II 

Electronic Arts 
Windows 95 Supercar sim 
With its subtle lines and not-so-subtle 
Vi 2 powerplant, the Ford GT90 
boasts 720 horses and a top speed of 
over 220 miles per hour. This beauty 
can seriously satisfy. Well, seriously 
satisfy in the cyber reaches anyway. 
Let’s face it, where never going to be 
able to afford one of these, so drive 
like a maniac in one of these in 
NFS2. Go ahead, flip a Ferarri! 

System requirements: Pentium 90, 
16Mb RAM, PCI Video card, sound- 
card. This game supports a Joystick 
and Gamepad. 

Up = Accelerate 
Down = Brake 
Left = Steer Left 
Right - Steer Right 


Baseball Pro ‘98 ESI 

Sierra On-Line 

Windows 95 Simulation/ Sport 
Baseball is gaining popularity here in 
Australia and isn’t that bad at all. FPS 
Baseball features a full 3D ground 
with 3D players as well. This demo 
allows you to practice batting. Check 
out the very revolutionary way this is 
carried out as well. 

System requirements : Pentium 60, 
16Mb RAM, PCI Video card, 
Soundcard, Direct X 3.0 or greater. 
This game supports a Joystick and 
Gamepad. 





VOKOBXHtO 
VOKECAMPSO 

your choice off: 


VilCEGUIDE 

Unleash the lull telephony power 
ol your Dynalink Voice Modem 

Automate yout home ot office telephone ond fox requnements 
to yout own custom design using this powerful tool. 


ull retail versions, not shareware 
or crippleware! 

tush to your nearest dealer 
for details 




II lOAA.OCT.OCO 


QUAKl'" S 1996 ID Software loc 
Al rifhti reserved. 


Dynalink Modem with SVO allows 
to modem ploy - toft to your 
opponent os you ploy. Ploy ocross the world «« 

the Internet PARENTAL WARNING: AAA- 
RESTRICTED (IS yeors ond over) High 
level of onimafed violence 


Internet 


Use your modem and computer from 
with soundcard to folk with friends vocaltec ) 
all over the world without incurring 
international toll chorges. 


Flu 

with 

every 
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Art of Flying 

Bluemoon 

Windows 95 - Fractal based flight sim 

Art of flying is an exclusive from Derek, our UK 
consultant. This is a very big exclusive, so make 
sure you look at it! 

Betrayal in Antara 

Sierra 

Windows 3.1/95 Role Playing Game. 

Battle in Antara is quite reminiscent of the 3D 
RPC’s of old. Although this is a 3D world, it 
plods along unlike the more recent real time 3D 
ones ala Daggerfall. Still, this is one massive 
game, within this demo is most of the eastern 
coast of the land of Antara, which Sierra state *s 
is only 5% of the total game area! 

System requirements: Pentium 60, 16Mb RAM, 
PCI video card, soundcard 
This game supports a mouse. 

Blood 

GT Interactive j p Q s J 

DOS • First Person Action 
Blood may seem like just another Doom clone 
but it isn't. It’s actually more like a Hexcn clone. 
It doesn't matter though because it’s fun with a 
lot of humorous effects. Beat a zombie w ith 
your pitchfork for example and if you’re lucky 
enough to decapitate it, you can watch tin 
beheaded body spray strawberry jam ever\- 
where. Oh yeah, you can also kick the head 
around like in soccer. 

System requirements: 486/66. 8Mb RAM 
Soundcard. 

This game supports a joystick, gamepad and 
mouse. 

Up » Forward 
Down Backwards 
Left - Left 
Right Right 

Spacebar = Use items or open doors 

Tab = Toggle automap 

F = Toggle map follow mode 

Shift = Run 

Caps Lock - Auto run 

Alt = Strafe 

, = Strafe left 

. * Strafe right 

Ctrl = Fire the selected weapon’s primary fire 



X = Fire the selected weapon’s alter- 
nate fire 
A = Jump 
Z = Crouch 

PgUp - Look up 4 1 , 

PgDown - Look down 
Home Aim up 
End = Aim down 
Backspace * Turn around 
[or 7 = Cycle through inventory items 
Enter = Use selected inventory item 


Carmageddon 


SCI 

DOS action driving 

W hat can be said about Carmageddon th! 
n’t already been spread around newspapers in 
an almost tabloidy fashion. With cries of “too 
violent” and “it’s going to corrupt society”, the 
office of Film and Literature classification had 
no problem in giving it an MA15+ rating! Like 
they say, any publicity is good publicity. What 
makes this game so controversial? Well, you 
have to drive around in your car causing as 
much damage to other cars and pedestrians as 
possible. It’s actually a lot of fun! 

Give this controversial game a go and tell the 
wowsers where to stick it! 

System requirements: Pentium 60, 16Mb RAM 
Soundcard. 

This game supports a joystick and gamepad. 

Accelerate = Numeric Keypad 8 

Brake = Numeric Keypad 2 

Turn Left = Numeric Keypad 4 

Turn Right = Numeric Keypad 6 

Handbrake * SPACE BAR 

Repair vehicle «= Backspace Key 

Z s Disable traction (For doing doughnuts) 



Banzai Bug 


Win 95 ^ 

You’re a bug on a mission to get as m|win 95 J 
as possible. This is a Direct 3D game, so will 
look good with your 3D accelerator. Good fun. 
System requirements: Pentium 90 with 3D 
accelerator or Pentium 133, 16Mb RAM, 
Soundcard, Direct X 3.0 and above. 

Tli is game supports a joystick and gamepad. 

Shoot - Space or F 

Punch - Space or F (near target) 

/ap - Space or F (when have zap) 

Other At Hon - Space or F (when indicated) 

FI) Forward = Shift or D 

Climb - Up 

Dive ^ Down 

Left = Left 

Right = Right 

Level Out = 5 , or Control 


Blood Omen: Legacy of Kain 

Activision 

WIN 95 - Adventure/ RPC _ 

Legacy of Kain is a dark and broody Gl^^gsl 
of revenge - quite different to your aveniyU 
goody two shoes save the world RPC Basically, 
you’re Kain, slain by a group of treacherous 
purely evil beings, you manage to come back 
and wreak vengeance upon them. 


System requirements: Pentium 100, 16Mb 
RAM, Soundcard, Direct X 3.0 and above. 
Arrow Up = Move Right Up/Navigate Quick 
Menus 

Arrow Down « Move Kain Down/ Navigate 
Quick Menus 

Arrow Left = Move Kain Left/Nn\ igate Quick 
Menus 

Arrow Right = Move Kain Right/Navigate 

Quick Menus 

CTRL = Attack 

ALT = Action/Suck Blood 

Space Use prepared spell 

Ft = Weapons, Spell and Armo ur Inventory 

F2 = Change f orms (Full Version of Kain only) 

Fg =« Spell Quick Menu 

F4 =* Objects Quick Menu 

F§ =* Camera Zoom In/ZoomOut 

F 6 = Eagle fve Map 

f/= Option- Screen 

Fit = Cycle through the gamma settings 

(brightness) 

F12 « Switch Resolution modes (as available) 
ESC = Escapt to quit menu 


Locus 

Zombie 

DOS Future Sport -■ 

Future sport, yep, you guessed it, the p { poS J 
start something like this. ‘In the future there us 
one sport. Locus and the world is engrossed by 
it. This sport is a cross between auto racing, 
hockey, and demolition derby.”, there's also 
bound to be some kind of to the death event 
huh? Future sports games programmers, real 
optimists huh? 

System requirements: 486 DX2/66, 8Mb RAM, 
Soundcard 

This game supports a Joystick and mouse. 

This game supports a VR Headset 
Mouse controls movement. 

Left mouse button fires. 

Right mouse button toggles magnet, which 
allows you to pick up and shoot balls. 

Space bar = Jump. 

Arrow keys = Control head movement, 
c « centers view. 

. « pauses. 

Tab - toggles a map view, which allows you to 
view the arena from above. 
esc = quits the current level, cancels the current 
game, and returns you to the user interface. 


tm 









Z.A.R. EsH 

Auric Vision 
DOS 3D Shooter 

The Zone of Artificial Resources con- 
tains production factories which man- 
ufacture rockets, robots, artificial 
satellites, and more. An error has 
occurred within the main computer 
system which causes the Zone to cre- 
ate malicious robots. The player's 
goal is to destroy several terminals 
and as many robots as necessary. 

Try this game out, it controls like 
Quake by using the mouse to aim 
and the cursor keys to move, however 
everything is set outside on a very 
nice fractal landscape. Being fractals, 
you can blow the landscape up as 
well . Looks great, plays well too! 
System requirements: 486 DX100, 
8Mb RAM, Soundcard 
This game supports a Joystick and 
mouse. 

This game supports a VR headset and 
Simuleyes glasses. 


Gravity Well ^Win9s) 

Software Engineering 
Windows 95/Windows 3.11 (need 
Win32s for 3.1 1) Arcade Shooter 
Who says you need big fancy 
graphics and even bigger budgets 
to make a fun and playable game 5 
We certainly don’t Gravity Well is 
like the arcade classic Asteroids but 
with a few twists Jet around in 
your fighter/scout craft in search 
of likely planetary conquests. 
Successfully landing on an unin- 
habited planet claims the planet as 
your own and automatically desig- 
nates a landing sight for your 
colony freighters. Inhabited planets 
may be rendered uninhabited 
through judicious use of your 
ship’s weaponry. Build bases, 
colonies, labs, and orbital stations 
to support and defend your grow- 
ing empire. 

System requirements: Pentium 60, 

8 Mb RAM. Soundcard 

Left Arrow - Rotate Ship to the Left. 

Right Arrow - Rotate Ship to the 

Right. 

Up Arrow = Apply forward thrust. 
Down Arrow * Fire Gun. 

F = Fire Gun. 

D - Fire Rocket/ Missile. 

PgUp ■ Increase view magnification. 
PgDn = Decrease view magnification. 
End - Restore default magnification 
Fi or Home - View Blue Leader’s 
fighter. 

F2 - View Red Leader’s fighter. 

*3 - View Purple Leader’s fighter. 

Fg » View Yellow Leader’s fighter. 
Esc = Refreshes the window. 

Pause - Pause the game. 


DOS TROUBLESHOOTING 

The most likely cause of any problem is a shortage of 
conventional memory. This has nothing to do with how 
much RAM is on your system, but how it’s set up. To find 
out how much is available for the games, type MEM 
/CIMORE. Look for a line that reads LARGEST EXE- 
CUTABLE PROGRAM SIZE, if it’s over 550k then everything 
should run. If it’s under that figure, you’ll need to edit 
your system files to sort it out. 

The easiest way is to use the MAKE BOOT DISK facility 
found on most game installation menus. If you’d pre- 
fer not to do that, then you’ll need to manually edit 
your two configuration files - the CONFIG.SYS and 
AUTOEXEC.BAT. 

To do so. type EDIT CONFIG.SYS and EDIT 
AUTOEXEC.BAT. In the CONFIG.SYS file, the most likely 
culprit is EMM386.EXE. You don’t need it for the majori- 
ty of games, so put REM at the start of the line. This will 
disable it. In the AUTOEXEC.BAT look to see if you are 
running SMARTDRV, if it’s there, put REM at the start. 
These two simple measures should overcome most 
problems. If you’re still running short on conventional 
memory (the game should give you an error message 
telling you how much more you need), then a boot disk 
is the best solution. 

THE PC POWERPLAY CD - The games on the CD are 
designed to be run in different ways. Some can be run 
straight from the disc, while others need to be installed. 
Games requiring installation will usually prompt you 
with a choice of where it will install to, so take note! 

Many of the games which run from the CD will only pro- 
duce sound effects if you have a Sound Blaster compati- 
ble sound card set to default settings. That’s 99% of you. 
so if you get no sound you’re best copying the game to 
your hard drive, then running the setup program - usually 
INSTALL. SETUP, CONFIG or SOUNDSET. As with all prob 
lems PC, trial and error is the only true solution. Feel free 
to copy an entire game to your hard drive. All games are 
in the GAMES directory. Also copy a game from the CD if 
it mysteriously refuses to install. Then run the INSTALL 
file from the hard drive. 

DISCLAIMER - All possible care is taken while select- 
ing, testing and installing the software which is includ- 
ed on the PC PowerPlay CD. Next Publishing accepts 
no responsibility for data loss or other damage which 
may occur during its use. If your CD is clearly faulty, 
send it in for free replacement to: 

PC PowerPlay - CD Returns, 

PO BOX 634 , Strawberry Hills 
NSW 2012 

SUPPORT cdtech@pcpowerplay.next.com.au 


UTILITIES 

ICQ v. 1.112 beta for 

Windows 95/NT From 
Mirabilis Ltd. Shows you in 
real time when your friends 
and colleagues are online. 

Use it to easily set up chats, 
internet conferences and 
games, or to just hang out 
online with your pals. This 
version of ICQ requires that 
you have Win 32s installed 
on your machine before you 
can run ICQ. 

Desktop Spy - Desktop 
Surveillance offers a unique 
approach to the problem of 
access control, prevention of, 
or investigation into the use 
of computer equipment and 
software. The program is the 
software equivalent of a sur- 
veillance camera and works 
by recording desktop activity. 

MSNBC News Alert - This 
handy app gives you instant 
notification of breaking news- 
without interrupting your 
work. Personalize MSNBC 
news topics, technology news 
from CNET’s NEWS.COM, 
and stock alerts from 
Microsoft Investor. News 
Alert monitors the world so 
you’ll always get important 
news stories, personal stock 
tracking and sports scores as 
they happen. News Alert 
flashes the Alert icon in your 
toolbar when news breaks. 

Click the icon to see the 
headlines. Alerts are opti- 
mized for quick delivery at 
any connection speed. 

Fast Return 97 - FastReturn 
97 is an innovative system 
error correction utility. With 
the program you can contin- 
ue to work safely with appli- 
cations and games even after 
clicking the “This Program 
Has Performed An Illegal 
Operation" dialog box shut. 

The Right Resume - The Right 
Resume is a powerful Windows- 
based job hunting package. With 
The Right Resume, you can create a 
chronological, functional, or targeted 
resume and store information for up 
to ten employers. The program 
incorporates a fully functional 
Wysiwyg word processor for creating 
cover letters, customizing your 
resume, or for any other word pro- 
cessing task you require. 

Netscape Communicator - Featuring 
Navigator 4.0, this is Netscape’s latest 
offering. 


Patches 

Sidewinder gamepad Drivers to 

Version 1.5 

MDK Direct 3D patch 

Jack Nicklaus golf 

Outlaws Clide patch for 3D fx 

(Voodoo chipsets) 

Die Hard Trilogy 
Hind for DOS 
Hardball V 
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Australian Distributor 

Focal Point Computing Pty Ltd 

Melbourne 

Tel: (03) 9525 1144 

Sydney 

Tel: (02) 9925 0388 
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Mystique 220 

• New MGA1164SG 
Graphics Chip 

• High Speed 

220 MHz RAMDAC 

• Fast SGRAM 

• 3D Texture Mapping 

• Fogging 

• Alpha Stippling 

• True Perspective 
Correct Texture 
Mapping 









How to start a small 

business in NZ... si delines 



I n New Zealand, the 

Censorship Compliance Unit 
of the Department of Internal 
Affairs (the equivalent of our 
OFLC) is getting tough. Real 
tough. Most games which come 
into the country are shipped via 
Australian distributors, which 
means they come complete with an 
Australian classification. Now, all 
games sporting the MA rating or 
higher (our highest) must be 
reclassified under the NZ system. 
Initially this means around 70 
titles may be taken off the shelves 
until they are re-classified. These 
games include Red Alert, Quake, 
Command & Conquer and Duke 
Nukem 3D (a game which has 
already had major components 
censored to comply in the first 
place). However, the process NZ 
games distributors are being 
forced to undertake is proving to 
be a major disincentive, and may 
result in these games simply being 
withdrawn from sale permanently. 

Greg Priest, the head of NZ’s 
games industry body told 
PowerPlay he believes that “Nobody 
in the world can comply with the 
current guidelines. Among other 
requests, they want to see every 
image and hear every sound." In 
addition, they require a walk* 
through that takes you to every cor- 
ridor available. In an average 
adventure game with 80 hours of 


gameplay, a submission 
would have to be accom- 
panied by videotape 
footage showing every- 
thing. That’s 50-60 
videotapes for an aver- 
age game, which of 
course requires some- 
one (paid employee with 
better things to do) to 
actually make these 
tapes. Next, Internal 
Affairs must of course 
watch these tapes. The 
time this takes is 
charged to the applicant 
at the rate of $1,400 for 
the first 5 hours and 
$100 per hour there- 
after. Add it all up and 
distributors can say 
goodbye to any money 
they’d hoped to make 
out of selling the game, 
presuming it was actual- 
ly passed... 

Now, here’s the really 
funny part. In addition 
to this stupidity, an 
MA15+ re-classification 
must also include a writ- 
ten description of every 
file on the game CD. 

Every one. Every single 
one. Sunk in yet? An 
average game CD has 
hundreds, if not thou- 
sands of files. Most have 
ncomprehen- 
sible extensions and 
functions. Only the 
game’s programmer 
could provide an accu- 
rate description - if they 
had a couple of weeks to 
spare to do nothing but 
compile this list. 

On top of all this, 
there is a waiting list of 
up to 6-9 months 
before classification can 
even begin... 

It is obvious to all that 
this situation is com- 
pletely unworkable. All 
but the Dept. Of 
Internal Affairs, that is. 


Withdrawn in MZ until fur - 
ther classification: Quake t 
Red Alert & Duke Nukem 3D 
& up to 70 others 

The industry body is hoping to 
meet with the Office of Film and 
Literature to try and resolve this 
disaster. 

There is still hope, but at this 
stage it is looking dangerously like 
NZ gamers will miss out on the 
best games due to the Pythonesque 
idiocy of NZ’s bureaucracy. 

And you thought Australian 
classification/censorship laws 
were ridiculous, draconian and ill- 
considered... 


Bandai, creators of that evil and insidious dis- 
ease known as Tamagotchi, aren't content with 
just making fools out of people gullible enough 
to believe the hype thus far, and want to 
expand into the PC games market. In a move 
that some might be tempted to call a crass 
money-making exercise. Bandai have teamed 
up with 7th Level to create what they call 'a 
unique PC experience’, and you can expect it to 
be on shelves sometime around December this 
year. In the meantime though, there is a rip off 
of Tamagotchi out there though, called ‘Young 
Triads', where you have to take care of a young 
triad member by letting him kill things. We 
can't wait for the release of the ‘Young Triad 
member kills Tamagotchi repeatedly for no 
apparent reason’ key ring game. 


The battle over 3D API's is hotting up, with a 
consortium of games developers sending an 
open letter to Microsoft pleading for them to 
actively support the OpenGL API for games on 
Windows95 and Windows NT. Among those 
involved with the letter to software giant 
Microsoft are John Carmack and John 
Romero, both of id software fame. Carmack 
calls on Microsoft to release the “Win95 
OpenGL MCD framework to allow hardware 
vendors to easily build robust, full featured dri- 
vers." The letter notes that the OpenGI API will 
be used irrespective of Microsoft's attitude, 
with games the calibre of Descent III and all 
the Quake derived games for at least the next 
year and a half to use the OpenGI standard, 
though the process would be made much easi- 
er were Microsoft to comply. 


Star Wars fever hit our shores recently, with 
the re-release of the trilogy at the cinemas and 
the release of a couple of impressive games 
based on the Star Wars universe. Palladium 
interactive, responsible for the Myst take off 
‘Pyst’ are about to release an unauthorised par- 
ody of the Star Wars trilogy called ‘Star 
Warped’. Including mini-games like ‘You Don’t 
know Jedi’ (You Don’t Know Jack meets Yoda), 
Flawed Fighters' (featuring characters like ‘No 
Hand Luke') and the much needed ‘Whack the 
Ewok', it looks as though it might be a fun 
game for those overdosing on Star Wars fever. 
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sidelines 

Lara Croft, the pointily chested lead character 
from Tomb Raider has made history in the UK, 
where she has been featured on the front cover 
of ‘The Face' magazine. Not only that but she 
has also been featured in an 8 page ‘photo* 
shoot' inside the fashionable mag acting as a 
clotheshorse for Gucci, Jean Colonna and 
Alexander McQueen, along with the requisite 
accessories like a Kalishnakov and the odd Uzi 
or two. What’s next? A guest spot on 
Baywatch!? Her and Pammy would have some- 
thing to talk about, at least - ‘How did your 
plastic surgeon get them so pointy, Lara?' 


Just goes to show how much money the com- 
puter games industry is worth nowadays, 
Westwood Studios have built themselves up 
from a two person garage operation to one of 
the strongest and best games companies in the 
world, employing around 120 employees, and 
have just been recognised by the state of 
Nevada as their exporter of the year. Also, the 
US congress has chipped in with a 
Congressional Certificate Of Achievement for 
their performance last year. Perhaps it’s all the 
awards ceremonies the staff have been attend- 
ing, but the Red Alert: Counterstrike fix disk 
looks like it will be delayed for a little while yet 
unfortunately. 


Harvey Norman are determined to take their 
share of the computer game market by opening 
around 30 ‘GameZone' stores within their exist- 
ing Harvey Norman chain stores. Essentially, it 
looks like there will be sections within Harvey 
Norman stores filled with flashing lights and 
(family oriented) music videos and lots of com- 
puter games with price tags on them, described 
in the press release as a ‘post-industrial’ envi- 
ronment. There will also be a store within the 
store within the store for mature gamers’ where 
MA15+ games will be housed such as Duke 
Nukem 30. Blood. Redneck Rampage, and 
Phantasmagoria 2 and so on. Note how we did- 
n't menbon Carmageddon in that list? Word is 
that it might not be appeanng on the shelves of 
Harvey Norman, even though it was passed by 
the OFLC. 


The core design team from Shiny Entertainment 
responsible for the very cool MDK have left the 
company and are starting up their own as yet 
unnamed development group. It isn't an acrimo- 
nious parting though, because the group will 
still be a part of the Interplay/ Shiny family, and 
have a multi-product pact with Interplay to 
publish the software titles they develop. Dave 
Perry, who will remain with Shiny, is pleased 
that the group will stay ‘in the family', and 
Interplay representatives have pledged to sup- 
port the new group 100*o with Dave Perry from 
Shiny saying that he is happy that they are 
staying with the Interplay/ Shiny family 
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Ultima Hacked 
Already? 


What does a game hacker do 
when the game wanting to be 
hacked into hasn’t yet been 
released? He or she hacks into the 
supposedly secure WWW site 
instead. Disgruntled at the delay of 
the beta test for Ultima Online, a 
member of one of the many hun- 
dred UO player guilds (much like 
Quake Clans) bypassed web securi- 
ty and altered some of the familiar 
sights and sounds at the official UO 
web page http://www.owo.com. 
Replacing the UO logo with a 
graphic of Lord British’s (aka 
Richard Garriott - founder of Origin 
Systems Inc.) head on a stake, 
changing the UO midi files to wav’s 
and midi’s of the Simpsons and 
Beavis and Butthead, and leaving 
the message “PODW ( Pirates of 
Dark Water) was here" scrawled in 
blood, this seemingly harmless 
prank may cost Origin some piece 
of mind. Regarding the issue of 
online gaming security, this stunt 
has revealed a chink in Origin’s 
very expensive armour that has 
many of its testers ill at ease. 

Responding quickly, Origin 
spokesperson Teresa Potts claims 
that it was not a conventional hack, 
just a creative way of manipulating 
the player guild registration function 
there. Although no sensitive data 
was accessed. Origin are still treating 
this matter very seriously and are 
“considering their options”. The 
hacker himself released an official 
statement claiming Origin’s policy' of 
keeping the paid beta testers in the 
dark re the commencement of the 
test as the primary reason for the 
tampering and apologized. He then 
went further to ask Origin to apolo- 
gize to all the beta testers for the lack 
of communication (one official email 
was sent to testers in February 
regarding the games delay). Origin 
were quick to reply, as five days later 
(and time of press), they announced 
that the beta CD’s were in the mail! 
Full report next issue. 




SGI merchandising. 

We*ve been praying for it for ages. The entire free world has been 
praying for it for ages, in fact, and now it’s finally happened. Yes! 

No longer do you have to pay insane prices for clothes and mer- 
chandise from sports shoe manufacturers in a desperate attempt 
to look cool and hip. SGI have finally given in to popular demand 
and released lots of stuff with their name on it. Yes folks, this 
means you can now purchase shirts, jumpers, mugs and even 
babywear with the oh so cool SGI label on it. Forget the swoosh, 
or a t-shirt emblazoned with the latest anti-establishment rock 
band catchphrase, this is destined to become the fashion item for 
the year, or even the decade. Choose from items such as the SGI 
drink bottle Qust your average drink bottle, but it has an SGI logo on 
it! Oh yes), or maybe an SGI stuffed plush teddy bear for the little budding programmer 
you've got in the crib. And there's no need to stop there either - SGI know their target audi- 
ence, and they’ve thoughtfully included some SGI nappies as well! Or perhaps a gold SGI 
slinky, for endless hours of fun on the fire escape stairs. Then there’s four or five varieties of 
SGI keyrings, some with a real piece of circuit board, others finished in satin chrome over 
solid brass (just what you’ve always wanted from a keyring), and one even with removable 
post-it notes built in to them. There’s heaps of other necessities included as well, like 
watches (one comes with its very own tin!) and clocks, paperweights and more! 

SGI have thought of everything. We're absolutely sure that SGI merchandise is 

going to sweep the world, and it’s only a matter 
of time before the first newspaper reports 
start coming in about kids mugging each 
other for SGI emblazoned clothes. Get 
yours from www.sgi.com, and be the 
coolest person on your street now! 


Top Ten Games 

Rank TITLE 

Developer / Distributor 


This Last Month 

11X Wing v Tie Fighter 

Lucas Arts / Metro Games 

2 2 Need For Speed 2 

EA/ EA 

3 4 C&C Anniversary Edition 

Westwood (VIE) / Sega Ozisoft 

4 3 Interstate ‘76 

Activision / Roadshow 

5 - Redneck Rampage 

Interplay / Electronic Arts 

6 11 Flight Sim 6 (Fly Aust) 

Microsoft / Various 

7 6 Outlaws 

Lucas Arts / Metro Games 

8 7 Diablo 

Blizzard / Dataflow 

9 5 Tomb Raider 

Eidos / Sega Ozisoft 

10 20 Counter Strike C&C 

Westwood (VIE) / Sega Ozisoft 


The Acer best selling charts are carefully compiled from a sample panel of retailers select 
ed across Australia including mass merchants, department stores, specialty software 
stores and independent outlets. Retailers surveyed include Myer Grace Bros., David Jones 
and lohn Martins. K Mart. Target. Big W. World 4 Kids, Harvey Norman Computer Super 
Stores. Blockbuster. Brashes. Video Games Heaven, and Games Wizards. 
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Steven Dale Greenlee 


Come and get some, baby 

Here’s something you will need. 
You may have to not pay the elec- 
tric bill or maybe even forgo the 
baby’s food, but you will need it. 
Coming to you this fall will be the 
collectable Duke Nukem. Yep, GT 
Interactive has commissioned 
Moore Creations to strike a limited 
edition handpainted porcelain 
Duke Nukem figurine. There’s no 
word on how much the collectible 
is going to cost, but Moore 
Creations has a history of success- 
ful figures including Dale Keown’s 
Pitt, Frazetta’s Princess, Chaos! 
Comics’ Lady Death and Top 
Cow’s Witchblade. 



No longer Virgin 

As you may remember reading in 
previous news columns here, there 
is an ominous air circulating 
around Virgin Interactive. Parent 
company Viacom has made it no 
secret they want to sell the game 
publisher in the wake of Viacom’s 
poor financial performance that it 
tries to blame on its divisions 
(MTV, Block Buster Video, 
Paramount). Now comes word that 
two high ranking VIE executives 
have jumped ship and are now on 
the payroll of Electronic Arts. Neil 
Young was VP of product develop- 
ment: now he is vice president and 
general manager of Origin. Chris 
Yates, VIE’s VP of technology and 
development, will become Origin’s 
vice president and chief technology 
officer. With all this turmoil at 
VIE, I hope it doesn’t interfere 
with VIE’s development of the 
Ultima online game. As we speak, 





Raptor this! 



IMagic ’s Wild Bill Steoly 


Fight! Fight! Yes indeedy, it could 
shape up to be quite a nasty little 
dog fight over which game publish- 
er, IMagic or Nova Logic, has the 
rights to the F 22 Raptor stealth 
fighter name and likeness. Lockheed 
Martin, the US defense contractor, 
says it is taking all the steps it can 
in order to protect its’ stealth fight 
er’s name and likeness, which hasn’t 
even entered service yet! 

There is a big problem with all this 
though. F-22 and Raptor are public 
domain names because the govern- 
ment owns them, which is the case 
with all government aircraft. So just 
what does Lockheed Martin own, if 

anything? Lockheed spokesman jeff Rhodes says, “That’s a gray area, 
who actually owns what... It’s a great, dismal swamp.” But that hasn’t 
deterred Lockheed Martin, who’s F-22 Raptor is slated to replace the US 
government’s aging F-15 fighter fleet. Lockheed sent both Nova Logic and 
IMagic threatening letters warning them not to use the Raptor’s name or 
likeness. In response to Lockheed’s letter. Nova Logic’s president john 
Garcia got on the horn to the Raptor's developer. Skunk Works-a super 
secret Lockheed subsidiary-and asked for the licensing rights. Already, 
Nova Logic has a F-22 Raptor update for its’ very popular F-22 Lightning II 
flight combat sim and will release a full-blown sim this fall. Nova Logic 
contends it already owns the Raptor trademark. In a statement issued via 
their Web site. Nova Logic says, “...it (sic) has therefore asked Interactive 
Magic (“IM”) not to infringe upon NovaLogic’s trademark rights in its F-22 
Raptor product. NovaLogic's thinks IM’s use of the name “iF-22 Raptor” is 
likely to confuse the trade and public and has asked IM to rename its 
product and avoid confusingly similar logos and packaging. NovaLogic 
believes that IM has no more right to sell a product called “iF-22 Raptor" 
than it does to sell “iCoca Cola”. 

IMagic’s Wild Bill Stealey says that Nova Logic doesn’t own the trade- 
marks because they are in public domain, and secondly, that he believes 
such a move sets a bad precedent, by allowing one company to own 
public domain names and likenesses. Privately, Wild Bill is mad as hell, 
especially since all this has come up just before IMagic’s launch of iF-22 
Raptor early this summer. This controversy is building up a head of 
steam among the powerful flight sim enthusiasts as well. The Internet is 
filling up with comments from flight simmers who believe that by allow- 
ing this type of trademarking that will give game publishers who win the 
trademark rights the green light to hike software prices. And heaven for- 
bid, what happens if the trademark company can’t 
design a good game (shades of latter day SSI with 
the TSR license)? 

Next move will be up to Nova Logic. Will they go to 
court to get an injunction against 
IMagic? Also, what will happen to the 
other two Raptor sims slated for release this 
year? One is from DiD, who designed the 
highly acclaimed EF2000 for Ocean. 




Ultima Online is slated to be in 
beta testing. 

Sierra jumps on Half Life 

Sierra Online has snagged the 
publishing rights to Half-Life, one 
of the first licensed games to use 
id’s Quake engine. Valve is the 
designer and they promise that 
Half-Life will be a step forward in 
the gaming experience. Valve says 
that gamers will be blasting away 
as in Quake, but the gameplay 
includes strategy elements as well. 
Valve says in this game it won’t be 
just humans versus monsters, that 
sometimes you’ll have to figure out 
who you’re supposed to shoot. The 
game is due out this fall. 

Just who is Valve? Valve 
includes: 3D artist Chuck Jones, 
formerly with Apogee/3D Realms, 
where he was an artist and anima- 
tor for Duke Nukem 3D. Rise of 
the Triad. Shadow Warrior and the 
Duke Nukem Plutonium Pack: 
game and level designer Harry 
Teasley, former art director of 
Williams’ Doom for Sony 
Playstation; Tools Architect Ben 
Morris, creator of the Doom 
Construction Kit and WorldCraft; 
game designers Steve Bond and 
John Guthrie, creators of the 
Quake Airplane and Quake Kart; 
and level designer Dario Casali, 
one of the world’s best-known 
deathmatch level designers, 
including those found on id 
Software’s Final Doom. 



For Ben’s complete report on 


the Electronic Entertainment 


Expo held recently in Atlanta , 


Georgia, turn to page 22 
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THE U.K. NEWS 


Derek dela Fuente 


Hi ya oil from the UK where 
everyone in the computer 
industry has pocked their bogs 
and gone off to Atlanta for the 
E3 show. This month most com- 
panies try to keep all their new 
items o secret for the show, 
but I hove managed to bribe 
some developers for some 
inside news. 


Hello goodbye hello 

Peter Molynuex, the guy who 
made Bullfrog what it is today has 
finally upped and left. He is now 
starting up a new development 
team called Lion Heart and the 
question I want to know is, if you 
partly own and run your own 
development team, make the final 
decisions and have total input, why 
do you start up again? Must have 
something to do with money, me 
thinks!. Bullfrog went through EA 
and by all accounts the nucleus of 
the team will continue on, with 
only a few people leaving to work 
with Peter. The irony is that EA are 
fancied to be the publisher/distrib- 
utor for the new team but do not 
rule out Eidos! 

Blow Jobby! 

Yes, Sensible, famous for games 
such as Cannon Fodder, Mega-lo- 
Mania and Sensible World of 
Soccer, have also had two of their 
core team leave to start up a new 
team called Abstract. The essence 
is to bring back good old solid 
gameplay and their first product is 
called Joe Blow, a 3D platform 
arcade adventure game that looks 
very appetising. 

Good old Day 

If you were a fan of the 
Atari/Apple game which was also 
on the Commodore 64 then, you 
will be glad to know that Hasbro 
are working on a 90s version of 
the game and I shall keep you 
updated when I get more info. 
Hasbro are also nearing comple- 
tion of a game called BeastWars, 
which is based on the American 
TV series that is the follow on to 



Earthworm Jim 3D 


Reasons to be cheerful part 2 

All of a sudden it does appear to be the fashion for 3 or 4 personnel to leave 1 
development team and start up their own. One new developer which boasts of ex- 
DMA (Lemmings) personnel is a team called VIS and I spoke to . 
their MD, Chris van derKuyl, about their direction and •*//* 

ideas. Already they have 2 games lined up. One is the ** m 

Shiny game Earthworm Jim 3D for both the PC and X 1 J O £|.* t . 

Playstation and a sports battle game called H.E.D.Z. * mkw jBr.-- 

“We have tried to create a team which is well bal- • . \ \ 

anced, this includes individuals with over 10 years games * * F , » • 
industry experience and people with as diverse back- **!!** 

grounds as Television Production and Commercial Digital Signal 
Processing. This really brings a unique slant to the creative design of our games 
and also to the technical solutions we develop. The one thing that is common 
throughout the company is the enthusiasm for games, everyone here, no matter 
what their background, is a games fanatic and that’s something you cannot buy.” 

Simply the Best 

“Our team is made up of dedicated and committed professionals who are 
some of the best talent the industry has to offer. Our games design experi- 
ence goes back to the C64 era and encompasses at least 10 published games 
titles. We are however a new developer, and as such have it all to prove, I 
think it will become apparent to anyone who comes to see our work in the 
next few months that we are about to prove it. We have such a well balanced 
and expert team that I would be confident in tackling any genre of game with 
the exception of Flight Sims, but give me a few weeks because I hear that 
there are 400 aircraft designers looking for a job over in Prestwick.Airport.” 

Game on 

“H.E.D.Z., our new Hasbro title. I wouldn’t describe it as a sports game, 
it is a 3D combat game like you have never experienced. I will expand on 
the rest of this after the launch at E3.” 

“Interplay provided us with a few ideas, but it was clear from the start 
that it is our game design and we have complete control over design 
issues with Interplay holding final approval. We have complete freedom to 
design all aspects of the game but we respect the work done by Shiny on 
the original so we try and stay true to all the core concepts of the game. 
Inte/play are the commissioning publisher and as such have final sign off 
on all aspects of the game.” 

Game End 

“Jim is a fully free roaming 3D game with seamless transitions between 
all sections of gameplay. It is much much more akin to Mario than Crash or 
Nights for example. It is not however a Mario clone and certainly pushes 
the boundaries of full 3D gaming." 



At E3 Jim 3D looked primitive 
graphically, but the gameplay 
was os hilarious & original os 
the previous Jim games 



Transformers. The game is pitched 
at the older end of the market and 
is a beat-em-up with some strategy! 

Looking Good. 

Grand Prix 2 from Microprose is 
regarded as the best racing come 
sim game around, but Eidos are 
pulling the stops out to ensure 
their own racing game called 
McLaren Fi is the business and 
with its photo realistic graphics 
and input from the car manufac- 
turers themselves this is looking 
very tasty. It is billed as a full sim, 
so all the tuning up of the cars and 
real stats could make GP2 look 
dated when it is out! 



With McLaren FI, together 
with Psy gnosis’ FI 98 C 
Ubisoft’s yet un-named sim - 
it’s the lost hurrah for CP2 


well that's all folks, hope you 
are enjoying the cricket! 







D Blaster PCI for 



WHY 




Enjoy explosive 3D gameplay 
Less? with the planet's most powerful 
3D game card. Turbo charged 3D 
Blaster PCI has a walloping 4mb of RAM for gameplay so fast 
and realistic you won't have time to think. Don't experience 
less . 

3D Blaster PCI blowing minds at your nearest Creative Dealer. 
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Distributed by: 

Creative Pacific Pty Ltd 32-34 Dickson Ave, Artarmon NSW 2064 Australia 
Tel: (02) 9906 8887 Fax: (02) 9906 5577 Website: http://www.cppl.com.au 













In July 1997, PC PowerPlay put Australia’s 16 lead- 
ing modems through the toughest tests imaginable. 
Naturally enough, the goal was to find the best. 

We did. The Banksia WaveSP 33.6 blitzed the 
opposition and earned the prestigious 
PC PowerPlay award. 


Made you want one, didn’t it? 




Want one? Win one. 




This month, 3 super-fortunate subscribers or renew- 
ers will win a 


Banksia WaveSP 33.6 modem. 


This miracle of 


injection moulding technology 


gives 


super-fast internet access, has a hands-free phone built 
in, and most importantly, 


looks great on your desk. 




There are no second prizes, because by subscribing 
everyone’s a winner! 


PC PowerPlay will come to your home quicker and 
cheaper by subscribing. You’ll save nearly 
the regular newsagent price. Good eh? 


Remember too, we have 6 month subscription 

periods. 


tissue #13 winners [24-carat gold Star Wars models): 


P Cothian, Merrylands NSW. 

G Thompson, Rockhampton QLD. 
G Mellar, Heidelberg VIC. 

D Widjaja, St Leonards NSW. 

S Payne. Werribee VIC. 

D Brown, Mt Stuart TAS. 

J Windows, Marion SA. 

P Gaud, Willerton WA. 

C Lee. Zillmere QLD. 

L Harris. Bundaberg QLD. 








• Cut or copy the 
form and post it with 
a cheque or money 
order, or your credit 
card details, to: 

PC PowerPlay 
Subscriptions 
Reply paid 634 
78 Renwick St. 

Redfern 
NSW 2016 


• Fax a copy of the 
completed form, with 
credit card details, to: 
02 9310 1315 


• email your name 
and address with 
credit card details to: 
subs@next.com.au 


If you’re not sure 
about something, 
call us on 


02 9310 1433 
or email 

subs@next.com.ali 
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• t 


# t> • 


Winner of the 1997 PC 
PowerPlay ultimate modem test 



Name_ 


FILL OUT THIS COUPON AND 
MAIL IT TO: 


Address, 


Suburb/Town 


_ Postcode, 


PC POWERPLAY 
REPLY PAID 634 
78 RENWICK ST 
REOFERN 
NSW 2016 


Enclosed is my cheque/money order, or debit my credit card for 
$69.95 for one year subscription (12 issues, nearly 35% off) or 

$39.95 for 6 months subscription (6 issues at over 25%off) to PC PowerPlay magazine. 
$15.00 for back issue No. 


Bankcard H] Mastercard ( 

Card No 


Visa Q 


Expiry Date 


Signature. 







DECLARES WAR DN THE AC 


Number of Units 
Unit Morphing 
Units Have Ammo 
Veteran Units 
Decoy Units 


Missions 


Number of Missions 
Training Missions 


flUMn 


Dark Reign 




Red Alert 

Command A Conquer 

WarCraft II 

35 

25 

33 

No 

No 

No 

Yes 

Yes 

No 

No 

No 

No 

No 

No 

No 


Base Management 

Dark Reign 

Red Alert 

Command & Conquer 

WarCraft II 

Number of Buildings 

34 

28 

22 

32 

Decoy Buildings 

Yes 

Yes 

No 

No 

Number of Resources 

2 

2 

1 

3 



Combat 

Dark Reign 

Rad Alert 

Command & Conquer 

WarCraft II 

Real Elevation 

Yes 

No 

No 

No 

Real Line-Of-Sight 

Yes 

No 

No 

No 

Terrain Affects Movement 

Yes 

Yes 

No 

No 

Fog of War 

Yes 

No 

No 

Yes 

User Definable Al 

Yes 

No 

No 

No 

Ability to Steal Enemy Technology 

Yes 

No 

No 

No 

Terrain Overlays Provide Unit Cover 

Yes 

No 

No 

No 

Destruction of Overlays 

Yes 

Limited 

Limited 

Yes 
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N STRATEGY BESTSELLERS 


Movement 

Dark Reign 

Red Alert 

Command A Conquer 

WarCraft II 

Underground Unit Travel 

Yes 

No 

No 

No 

Formation Moves 

Yes 

Yes 

No 

No 

Waypoints 

Yes 

Yes 

No 

Yes 

Number of Waypoints 

Unlimited 

Unlimited 

0 

2 

Complex Waypoints 

Yes 

No 

No 

No 

Maximum Number of Units in a Group 

All 

All 

All 

9 

Mobile Bases 

Yes 

No 

No 

No 


Options 

Dark Reign 

Red Alert 

Command & Conquer 

WarCraft II 

Maximum Number of Players 

8 

8 

4 

8 

Play Both Sides of the Same Map 

Yes 

No 

No 

No 

Map Editor 

Yes 

Yes 

No 

Yes 

Mission Construction Kit 

Yes 

No 

No 

No 

Native Internet Play 

Yes 

Yes 

No 

No 

Give Units to Other Players in Multiplayer 

Yes 

No 

No 

No 

Share Resources with Other Players in Multiplayer 

Yes 

No 

No 

No 

Share Intelligence with Other Players in Multiplayer 

Yes 

Limited 

No 

No 

Share Unit Control with Other Players in Multiplayer 

Yes 

No 

No 

No 


Map Environment 

" Dark Reign 

Red Alert 

Command A Conquer 

WarCraft II 

SVGA (640x480) 

Yes 

Yes 

No 

Yes 

Maximum Map Size (in tiles) 

256 x 256+ 

96x96 

62x62 

128x128 

Allow Rectangular Maps 

Yes 

Yes 

Yes 

No 

Tile Sets 

6 

3 

2 

3 
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ROADSHOW 

INTERACTIVE 


Visit the Village www.village.com.au 







COMPETITIONS 




Multiplay Directsoft Mega Media pack 6 • 

Last month we told you about S79. 95 RRP. 

Multiplay, the major Australian Magic Carpet 2 

online games network. They’re a Chaos Overlords 

fantastic games site in their own Comanche CD 

right, and with their signing with Actua Soccer 

the massive U.S. games server Fantasy General 

T.E.N., will be hard to beat on the Terra Nova: Strike Force Centauri 

local scene. 

Try it out for yourself. We've got Directsoft MegaMedia pack 7 - 
six 30 day trial day memberships to $89.95 RRP 
give away. Caesar 2 

Q. What does T.E.M. stand for? Road Rash 

Cyberstorm 

jD Pinball Creepnight 



Directsoft MegaMedia 
packs 

Compilation packs of games past 


Creature Shock 
US Navy Fighters 
Heroes of Might and Magic 
Gene Wars 


Twinsen’s Odyssey 

Games like Twinsen’s Odyssey are 


their use-by date are a dime a Earthworm Jim few and far between. It’s the sequel 

dozen. They’re usually pretty crappy A10 Cuba to one of the most brilliant and cap- 


too, so imagine our surprise when Not bad eh? Now, just answer this tivating adventure games of all 


these two packs from Directsoft hit 
our desks. They actually have good 
games in them! Naturally enough 
you we set about organising a com- 
petition for these choice goodies,.. 
And here it is! We’ve got six of each 
to give away. 


question correctly and you’re in for 
the draw. 

Q. Who ora the publishers behind 
each of the games in MegaMedia 
pack j? (Hint: It's not Directsoft ... 
Sierra , for example , are the pub- 
lishers of Caesar II) 


time, in fact. 

We like it, you’ll like it - everyone 
likes Twinsen. Win one of the 6 
copies we’re giving away. You’ll 
love it. 

Q. What teas the game called that 
Twinsen’s Odyssey is the sequel to? 


S Nuss, Clear Mt QLD. 

A Smith, Woodlands WA. 

D Brook, Pt Willunga SA. 

Last Express 
A Tan, Winthrop WA. 
j McCall, Seymour VIC. 

L Burchell, Bendigo VIC. 

N Parkin, Col Light Gardens SA. 
A Culican, Bossley Park NSW. 
j Cooke, Kalgoorlie WA. 

Need for Speed 2 
N Driver, Eight Mile Plains QLD. 
D Rousse, Waterford West QLD. 
R Horne, Ruse NSW. 

G Rowse Happy Valley SA. 

A Pound, Kelmscott WA. 

T Radbone, Aldinga Beach SA. 

Dog Day 

D Cauchi, Mt Gambier SA. 
LTam, Tarragindi QLD. 

R Butler, Bugaldre NSW. 

B Dorff, Bonnet Bay NSW. 

R Taylor, Liverpool NSW. P & V 
Plummer, Molesworth TAS. 

G Boussios, Coober Pedy SA. 

T Boyle, Victoria Point QLD. 

A Culican, Bossley Park NSW. 

W Neal, Umina NSW. 

C Wood, Killarney Vale NSW. 

B Holland, Rosanna VIC. 

P Durkin, Blayney NSW. 

W Bishop, West Bronswick VIC. 
M Ferguson, Bunbury WA. 
j Kautto, Adamstown NSW. 

S Nuss, Clear Mt QLD. 

C Butler, Keiraville NSW. 

A Kenyon, Salisbury Nth SA. 

| Nigro, Strathfleld NSW. 





“Steve, Mick, Dave - Diablo, Lord of all Evil. 
Diablo, Lord of all Evil - Steve, Mick, Dave.” 



]j\\ s x -u 4 The most diabolical game on CD can now 

jyJ - r jj ~ ^ be Multiplayed. Which means the next 

time you're damned for all eternity in the 
fiery furnaces of hell, at least you can bring your mates down with you. 

With Multiplay you can take on a multitude of your mates, directly 
from your PC to theirs, for the ultimate interactive encounters. 

For a flat fee of just S29.95 per month you get unlimited Multiplay, 
which means you can play Diablo and a cupboard full of other games 
without having the devil to pay. 

And from June 1 to August 30, every Multiplayer has a chance to 


win $20,000 worth of state-of-the-art computer hardware, games and 
music. There are also loads of T-shirts, 
caps, movie passes and ARL tickets to 
be won. 

So call 1800 359 200 to register now. 

It beats the hell out of playing alone. 

Multiplay Dedicated Games Network. 

Proudly distributed by 

r.-r: dataflow 




X-Wing vs. TIE Fighter 


LARRY HOLLAND 

Master of the Space Sim 

X-Wing versus Tie Fighter is flying off the shelves, but is it good or evil? 

For the first time anywhere, game designer Larry Holland has his say on what everybody else is saying. 


C oming off a serious bout of 
the flu, game creator Larry 
Holland was ready to sit 
down and talk about his new game 
with Steven Dale Greenlee. He 
seemed anxious to talk about the 
game, which has generated a 
dearth of opinion spanning from 
the very negative to the very posi- 
tive. Holland was the force behind 
two other LucasArts smash hits X- 
Wing and Tie Fighter. Yes, 
Holland’s Totally Games company 
has the burden of creating the 
space combat simulations using 
the high profile Star Wars license, 
but Holland says Totally Games 
means totally immersive and total- 
ly fun and he believes that is exact- 
ly what gamers get with the 
ground-breaking multiplayer game 
X-Wing versus Tie Fighter. 


How does it feel tc^be on the 
third gome of the trilogy you 
storted years ago? 

1 haven’t described it as the ‘third 
of the trilogy.’ That implies that it 
is a series or linked, but it’s excit- 
ing in the sense that of X-Wing 
versus Tie Fighter, it has allowed 
us to definitely explore something 
different with the whojp Star Wars 
arena. Star Wars theme. Star Wars 
epic, so it’s been real exciting. 
Whenever you boot up X-Wing 
Versus Tie Fighter for the first 
time, you get this little mes- 
sage saying that it is not just o 
port of the old gomes into a 
new one. It mentions that this 
was o whole new gome. In what 
t manner is it a whole new gome? 

Well, certainly it’s a whole new 
game because obviously it’s our 
first effort in the multiplayer 
aspect of it, where we try to blend 
the Rebel theme and the Imperial 
theme together in the same game. 
The previous two games took one 




approach or one perspective and 
delivered that, where this one tries 
to blend the two of them together... 
the whole multiplayer aspect of it. 
Every element of what we present 
has gone through significant 
changes, significant enhance- 
ments, significant upgrades, you 
know from the graphics, the 
sound, the music, the whole gam^ 
play; the missions, the A 
across the board. So, thatfcwBf 
tend not to call it a p “ 

It's kind of funny, in 
when people have been giv? 
some direction or advice of what 
they’d like to see next from us con- 
cerning X-Wing, they’ve always 
sorted of described it, ‘...well, could 
you sort of do this patch to make it 
multiplayer?’ And, in some ways 
we found that somewhat humor- 
ous because from the stand point 
of multiplayer, it’s not a simple 
patch. Both from the technology 
standpoint of actually making it 
work over a LAN or certainly over 
the Internet, but the game design 
issues of creating an experience 
that is different than say from a 
Deathmatch like in Quake or 
Doom where you basically put peo- 
ple into an arena and they shoot it 
out, but actually put it into a con- 
text of a Rebel versus Imperial bat- 
tle. That sort of game design issues 
are quite complex and balancing 
that, making all the craft - because 
people are flying different kinds of 
craft and doing of different kinds 
things - balancing that out to a fun 
experience from what ever point of 
view you fly is quite challenging. 

Was there anything specifically 
you learned from doing X-Wing 
and then Tie Fighter that you 
put into X-Wing versus Tie 
Fighter? 

Oh, certainly. It’s all very evolu- 
tionary. You know X-Wing versus 


I 


Tie Fighter could not have hap- 
pened without both X-Wing and 
Tie Fighter, since they are built 
upon an actual programming code 
foundation and knowledge or an 
experience that it would lmjHlWtt 
sort of impossible, sou know. Each 
step along tlul path allowed us to ■ 
uvau* more complex and interwo- 
ven missions, you know, to have a 
lot more going on inside the mis- 
sions. to actually choreograph a 
story inside the mission, you 
know, all that relied upon the pre- 
decessors, so In a sense it is.. .you 
know it is upgraded and enhanced 
significantly, but it required the 
original foundation to do it. 

Do you feel th9 z 
greater amounts of 
because you ore doing J 
Wars title than soy if wos] 
space cadets fighting gome?' 

Certainly. Yeah, I think because 
it’s Star Wars and because of^A^* 



previous products, people have^H 
ated an immense amount of sped™ 
ic expectations. So, I think that has 
created a very hyped sense of pres- 
sure, of what they would like and 
what the product is, so certainly... 
in fact Star Wars is not just a 
license and the most successful 
film, but I think everyone feels it’s 
such a big part of them, them- 
selves. their psyche and people 
grew up with it. You know, you 
hear stories about people seeing it 
25, 50, a 100 times... I mean you 
see a movie like that it really sinks 
in, you know , beyond the sort of 
intellectual level in many different 
ways. So I think, yeah, certainly 
that creates a whole different 
expectation that people bring to 
our products. 

Where you taken off-guord by 
some of the early criticisms of X- 
Wing versus Tie Fighter, some of 



*ha r sttill 

| there 0 For fl KB 

no 

Yeah, it is, you know, of course, 
we’re all human beings and when 
we create these things we make the 
best decisions we think for the 

product we’re trying to create and it 
I is, because we’re human, hard and 
we aren’t saying we aren’t affected 
by the public because we want to 
listen to the public, we want to hear 
what they enjoy and what they 
don’t enjoy about it, but it has been 
one of the most stressful launches 
of a product in my career. From 
that standpoint because of expecta- 
tions and peoples’ free flowring 
responses ;md in some ways by 
some people, most extreme and 
negative, you know, ifsocen disap- 
pointing to hear that. Now certainly 
| they are coming from an honest 
standpoint, so it’s not something 
j hke we totally disregard, but it cer- 
tainly affects us. We’ve had some 
unbelievably positive stuff and 
we’ve had some stuff that’s been 
believably strongly negative. You 
know™ believe a lot of that comes 
from that^Jpectation and looking 
at the producf for they wanted as 
opposed of w hat w e were trying to 
achieve. I have talked to some peo- 
ple about... our focus oi^he prod- 
uct was to really offer up som^H 
thing new in multiplayer play atlH 
we wanted to focus on that and pu™ 
a lot of our energy into doing some 
things that actually branched out 
from the tried and true Deathmatch 
melee type of missions (where) you 
basically put a bunch of people into 
a arena and the shoot it out and 
there are some variations of that, 
and that’s not putting those games 
down at all, like Doom and Quake 
and such... Duke Nukem... they’re 
great games, but we wanted to put 
multiplayer missions into a context 
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PC PowerPlay 




The Core On Line Games, acn 07S 439 404. 
Phone: 02 9261 8303 Fax: 9261 8393 


* 3 month unlimited access Internet account, Kali 
registration and core acess just $ 1 80 for 3 months. 
Other rates available. See our web site. 


of Rebel versus Imperial and that 
really required us to do some really 
new, challenging and different • 
kinds of things, and I think over 
time people will recognize what we 
actual!) gave them. It’s basically a 
learning, process, you know. I think 
what people wanted was they want- 
ed multiplayer, but they wanted all 
of X-Wing and all of Tie Fighter 
[in] there afc well, all the story and 
all the cut Icenes and frankly we 
could havudone that, but we might 
have bfcen six months, twelve 
months, eighteen months down 
the road before they would have 
gotten the product, so... 

If you could put it os specifi- 
f os we lay people con 

t wos the sin- 
. you hod to 
I ning X-Wing 


Well, there are probably two 
things. One of them was technical 
and that was the Internet. It’s been 
talked about, hyped and used as f ar 
as the holy grail for the future in a 
lot different ways, but certainly for 
multiplayer gaming, but it’s cer- 
tainly at its infant stage of capabili- ! 
ty and of reliability and a lot of 
things, so it’s not really a medium 
in which as a game developer 
who’s trying build upon a platform ’ 
in which to communicate informa- 
tion to different people around the 
world, it's completely unreliable or 
inconsistent. You never know what j 
you’re going to get with that con- 
nection because it’s all based upon 
peoples’ phone lines in their hous- 
es and their connections from the 
phone line in the wiring in their 
house to their ISP and how that 
ISP is connected to the major 
arli ries, or what we call the back- 
bones . that are the main super 
highways of the Internet and often 
times those super highways are 
more like traffic jams in various 7 ^! | 
locales. As we all talk about it. peo- 
ple are becoming familiar with the 
term latency, which js really to say. 
the delay of communication 
between point A to point B and the 
fact is that there's only a certain 
amount ol information that can go 
back and forth between two loca- 
tions and that's the bandwidth lim- 
itation. But there’s a third extreme- 
ly common limitation and that is 
that the connection and if we’re 
playing on the connection (like) we 
are now talking on. [one| that is 
filled with static and stuff, that 
would create a lot dropped packets. 
That means a significant portion of 
the* information you’re trying to 
communicate- is actually just get- 


ting lost, just disappearing. So, you 
tie those three problems together 
you’ve got a really difficult and 
unreliable medium which to fit in 
a high action simulation that is try- 
ing to communicate, in fractions 
of a second, a lot of information. 

So conquering that problem... you 
know, you don’t fully conquer it, 
you do the best you can, [that] was 
certainly the significant sort of 
technological challenge. You might 
have to talk about other companies 
about this. It might not be news, 
but it truly is an education process 
for the public that the Internet, I 
mean, we all talk about the World 
Wide Wait, to euphemistically 
describe the World Wide Web and 
with that World Wide Wait means 
for an action game is that the 
game stops working or has some 
real significant problems. I think 
some people really understand, but 
for others it’s quite some educa- 
tion. So’ on the technology side 
that was the major stumbling 
block. 

And on the gameplay side, it’s 
sort ot i tera ting. of what I was say- 
ing before, creating ^me for 8 
players where the)' really have du-M 
teams, some people are on the 
Rebel side and some are on the 
Imperial evil empire side, and 
they're flying different types of 
craft that have different types of 
capability and they’re trying to 
achieve different objectives in the 
mission. 

We use the term ‘asymmetrical’, 
meaning that it’s not even or the 
same and from the game design 
standpoint that’s a very complicat- 
ed thing to ensure that you’re 
doing different things and have dif- 
ferent kinds of capabilities, so that 
one person or one side is not 
always the victor and that was a 
very... you know within the game 
system you can pick any one of 
those 8 roles to play, both by your- 
self or any combination of players 
playing together, to get all that mix 
of variables to work it gets some- 
what astronomical as far as combi- 
nations goes to make a really satis- 
fying game experience for all those 
situations. That was a real learning 
challenge. 


If we could change geors for . 
moment or two , I wos reodingjM | 
^ today on the World Wide Wait 


he some%tot6,s as ‘m 


roducers. Would you soy that 


Umm, I’ve heard that sort of 


WHY ARE YOU STILL 
PLAYING WITH 
YOURSELF WHEN YOU 
CAN PLAY WITH OTHERS 
FOR AS LONG AS YOU 
WANT . . . AND FOR 
JUST S15PWH!* 


THE BEST AUSTRALIAN 
ONLINE GAMES SITE. 
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"Doom and Quake and Duke Nukem, they're 
great games, but we wanted to put multi- 
player missions into a context of Rebel versus 
Imperial and that really required us to do 
some really new, challenging and with differ- 
ent kinds of things. I think over time people 
will recognize what we actually gave them. ” 
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analogy before and I would agree 
with it from the standpoint of not 
in the product we’re actually creat- 
ing, but in some of the methods 
we’re using, some of the complexi- 
ties of the process, some of the 
scale, although the money is proba- 
bly not on par with some the block- 
buster movies. You know Jurassic: 
Lost World was. I don’t know, like 
$ 75 *$ 8 o million or something like 
that to make, I mean we’re not in 
the economic stratosphere quite yet 
(laugh). Now the planning process, 
production, pre-production and 
post production - there are a lot of 
similarities and the specialization 
of tasks and such that definitely 
require the same sort of things that 
the movie industry is doing. 

One of the other aspects of 
this is, for instance, is that I’m 
here talking to you instead of 
the programmer, and also, who- 
ever talks ta the voice talent in 
a gome these days? So, in some 
ways you are the star? 

(laughs) Yeah, I guess. Certainly 
all this is a team effort and proba- 
bly a team effort that is less strati- 
fied than the movie industry is, 
where you’ve got the actors and 
actresses who are the stars, and 
you know a lot of the behind the 
scenes work is not much noticed, 
although in special effects movies 
the special effects people are the 
stars or in some movies the direc- 
tor is the star. But, I think at least 
internally the team is not, at least 
in our team, is not stratified into 
some hierarchy where there's a 
couple of stars or one star and 
everyone else is laid out in some 
hierarchy. But yeah, there are a lot 
analogies to the movie industry 



Tie fighter cockpoit 


but. you know, it doesn't carry all 
the way through. It is a completely 
different type of product, end prod- 
uct. Although some of our prod- 
ucts try to tell a stories the way cin- 
ema is the great story telling medi- 
um, mostly it’s about interactive 
experience where you can become 
totally involved in (it). It’s a differ- 
ent type of product. Some of the 
people, there’s cross-over people, 1 
think, from the Hollywood side of 
entertainment into computer 
games, but probably there hasn’t 
been too many go the other way. 

As you mentioned earlier about 
the Internet, do you feel you 
were forced to include Internet 
capabilities unnecessarily? 

I wouldn’t say we were forced to 
unnecessarily, I think that it was - 
uncertain as to the size, but they were 
certainly a very vocal group and cer- 
tainly a minority of people - when 
multiplayer is mentioned Internet fol- 
lows closely behind, so we really did 
not have much choice about includ- 
ing it or not including it. When we 
first started the project about a year 
and a little bit ago, we weren’t plan- 
ning having our original release hav- 
ing Internet and had a change based 
upon the course of events since then. 
So, in sense the marketplace really 
decided it for us and demanded it, if 
you will, but we felt that we had to. 
Whether that’s fair or unfair or undue 
pressure or not, I mean you have to 
basically respond to what your cus- 
tomers want. 

But do you think you could have 
made a better game if you had 
not included all the necessary 
code for the Internet play? 

No, I don’t think we actually com- 
promised the game. In fact, our fun- 
damental approach on how we did 
the technology for the multiplayer 
really shines in 8 player UKN and the 
rest of the game wasn’t really... I 
mean many of the same things we 
had to deal with the Internet had to 
deal with some degree with the other 
methods or technologies in which we 
were using for multiplayer, so it 
{Internet} was the more difficult and 
we might have been able to release 


several months earlier if we hadn’t 
included Internet, but I don't think it 
would have fundamentally changed 
the product and what it contained if 
we had left the Internet out. I think it 
had to be done. 

And you’re still tweaking 
Internet play os we speak? 

Yeah, it will be an ongoing thing. 
It’s the only approach you can do, I 
mean the Internet is an evolving - 
almost an organism, software has 
to almost evolve with it. And of 
course as you gain experience in 
how to solve the incredibly compli- 
cated problems you learn even how 
to approach them. Let me give you 
an example. You know 1 talked 
about latency before - that’s basi- 
cally the lag or the time it takes for 
a message to get from your com- 
puter to another person’s comput- 
er that you’re going to get back 
again. That is measured in mil- 
liseconds, which is thousandths of 
a second and typical latency is 500 
milliseconds, 300 milliseconds; it’s 
up there about a half a second, a 
third of a second. In an action 
game that can translate into a real- 
ly incredible lag of time because if 
you are in a craft that is flying at 
200 or 250 miles per hour and 
there is a lag of a half second in 
communication, that translates 
into several hundred feet of move- 
ment of that craft. If you’ve got a 
player in New York and a player in 
Los Angeles playing against each 
other and they have this latency lag 
between them and if they are try- 
ing to see each other, but there’s a 
half second lag, that actually 
means a 200 foot potential error in 
where that person really is, versus 
where you think that person is 
based upon your view of him, and 
that just creates this weird world, 
especially in a simulation which is 
attempting to do that [world] in 
finite detail. That’s one of the defi- 
nitions of simulation, trying to 
accurately portray a world in a con- 
sistent way that having all this 
weird lagging going on creates 
some real problems (laughs). The 
term we use is warping. Where 
craft move around weirdly because 
it’s trying to compensate for the 
fact that we don’t have any com- 
munication. 

I guess if we can think of it in 
these terms: we’re sitting in an 
X-Wing, we’re full throttle so 
somewhere in the code it’s esti- 
mating our speed as opposed to 
what our opponents speed is 
and then not only that, you can 
do a complete 360 degree turn 



Tie fighter cockpoit 


or less and all sorts of things, 
so if you’re trying to do this 
with a latency problem then the 
game is going glitch, isn’t it? 

Yeah. I mean if you think that as 
a pilot one of things you’re trying 
to do is something unexpectedly 
and try to fool what your opponent 
thinks you’re going to do. Well, the 
best system to try to cope with this 
lag is try to predict what that player 
is going to do based upon what he 
just did, but if he’s trying to act 
unpredictably it’s impossible for all 
practical purposes to predict where 
he’s going to be, so that you will be 
able to show or portray him in the 
screen where he will be because of 
the lag. The whole concept of time 
in a simulation gets all pretty weird 
and wild. One of the things I’m 
most proud of in most cases (that) 
has gone pretty much unnoticed 
amongst all the discussions about 
cut scenes, story and this sort of 
stuff, is that (and certainly will be 
more visible in our (new) Internet 
enhancement) the continuity 
between our single and multiplayer 
missions is exact in that they’re 
full and robust and there’s a lot of 
stuff going on. I mean there’s liter- 
ally tens and tens of craft out there 
and hundreds of objects and a lot 
of things happening. They all have 
to be tracked and monitored with 
the accuracy of a simulation, and 
actually the prediction model that’s 
being used to determine where 
those things arc going to be is 
extremely precise, particularly on 
the craft that are not piloted by a 
human player that the prediction 
of where those craft are going to be 
is extremely accurate and is as well 
done as anybody out there, because 
actually most multiplayer games 
can’t do it well. They don’t have 
vehicles, craft, people that are not 
controlled by human players. The 
number of participants of objects 
in the world is directly proportion- 
ate to the number of players in the 
game because it’s hard for them to 
have other craft out there because 
they won’t be able to predict them 
well. What our system allows is 
actually a full and rich environ- 
ment out there where that predic- 


p 24 


PC PowerPlay 




tion is actually extremely accurate - 
it probably works 95 % of the time. 

As you mentioned earlier, you 
get nearly flawless performance 
out of a LAN system? Which 
brings up the question, do you 
believe that the future of gam- 
ing, of your type of gaming - 
which X-Wing versus Tie Fighter 
really is the first of its kind in 
many senses - is not on the 
Internet, but on LANs? 

Yeah, yeah. I think it allows not 
only more players, which is more 
interesting, but it does minimize a 
lot of these problems that the 
Internet is currently is trying to 
cope with. You know with the LAN 
we are more able to deal with 
game design issues than technical 
issues. I swing back and forth as to 
whether I enjoy using the Web at 
all, because it's way too slow for 
me and already there are millions 
upon millions of people using it. 

As they continue to get overloaded 
and bogged down there will be 
tremendous opportunity for the 
cable modem companies to get 
their act together, ADSL to get it 
together, or wireless communica- 
tion happen such that high band- 
width can be delivered to the 


home. I mean I see that is going to 
happen and then we’ll have the 
equivalent or very equivalent type 
of performance to the home that a 
local area network can offer. 

I know one of the things that 
is happening now and not many 
people are talking about it, is 
that we gamers have a mentali- 
ty of high end everything... 

Yes. 

However, we now can go out 
and buy a Pentium 133 for a 
thousand dollars, slap a hun- 
dred dollar network card in it 
and for the price of an MMX sys- 
tem we can have two P133s? 

Yeah, certainly when you talk 
about LANs in the home, which I 
think already teenagers and young 
people are actually doing that with 
their machines. There are several 
people who work here who have 
roommates and such and they’re set- 
ting up LANs in their house. And I 
have two young children and already 
I’ve got two computers in our home 
and I'm sure within a few years we’ll 
have four or five (laughs) and soon it 
will be like the old television in every 
room kind of thing, there will be a 
lot more computers as well. 


So, whert comes next, Larry? 
What's on the plate for you? 
Another Star Wars title? 

Well, yes. We are already in the 
pre-production stage of the highly 
desired and somewhat inevitable 
expansions and add-ons, because 
what we find with the products we 
work on is that you go through this 
incredible technology learning 
process and your final product usu- 
ally doesn’t contain nearly enough 
of all the ideas and thoughts and 
things that you’d want to put in, so 
we basically feel that we went 
through this incredible learning 
process so let’s really deliver some 
more really cool content, missions 
and such. So that’s what we are 
really hard at work now.. .putting 
together a plan and doing the pro- 
duction of the first expansion disk 
for X-Wing versus Tie Fighter as 
well as working on some free 
upgrades. One of the things that I 
was really committed to from the 
start and this is one of the benefits 
to the Internet, is that there is a lot 
more connectivity, if you will, to 
your customers... you can upgrade 
your product because you have 
access to your customers and they 
have access to you, so I wanted to 
capitalize on that from the begin- 


ning by continuing to find ways to 
upgrade the product that will 
improve [the game). One of the 
things we’ve already announced is 
that we will be offering a free 
upgrade for 3 D hardware support. 

That's all the questions I have 
unless there's something you 
would like to add? 

Well, we’ve touched upon it 
already, but I wanted to make sure 
people really looked at the product 
for what it was trying to be, and 
not what it was not trying to be, 
and that it was trying to offer a 
new richness in multiplayer play 
and really in that, what we believe, 
is an incredible variety of playabili- 
ty, with the configurations and the 
different roles that people can play 
and such and really try them out. 
And try them out in single player 
too, because one of the things I 
personally take special pride in and 
some people may say it's too hard 
now, but there is a lot new chal- 
lenges within the AI. It offers a 
whole a lot in single player, espe- 
cially in Tournaments; they should 
try those in single player and see 
how well they can do. It really 
offers a way to prepare themselves 
for multiplayer play. 
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Register with Multiplay and you could win over $20,000 worth of 
state-of-the-art weaponry in the Multiplay Explosion. Prizes include a 
lightning fast IBM Aptiva S Series PC and a massive Sony Trinitron 17" 
monitor with a speaker system sure to have your neighbours complaining. 
All this plus a stack of the latest and hottest game titles. 

All you have to do to win is get online between July and September 
and earn points towards the competition. You start earning points when you 
register with Multiplay. Other ways to earn points and win are by getting 


your mates to Multiplay, putting up a Multiplay banner ad or just by being 
online, having a rocking good time! 

For your chance to win big and test your 
Multiplay mettle, check out the WIN section at 
www.multiplay.com.au. 

Freecall 1800 359 200 and register now. 
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by Ben Monsill 
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A tlanta Georgia is a city 
with a few nice houses 
and the world's ugliest 
CBD. Atlanta’s contribution to 
world culture, in ascending order 
of significance, is: the 1996 
Olympics, the setting for Gone 
With the Wind, the home of Coca 
Cola and most importantly, the 
1997 Electronic Entertainment 
Expo, or E3. 

The third E3 was, predictably 
enough, the biggest yet. 
Atlanta’s World Congress 
Center is one mother of a huge 
building, and for three days in 
late June it was packed with 
game publishers, developers, 
retailers, insidious journalists 
and the sexiest entertainment 
software that we, the species, 
have managed to come up with 
thus far. After six flights, count- 
less Buds, two embarrassing 
episodes of Karaoke Sweet 
Home Alabama and no sleep, 
I’m (barely) able to report that 
the year ahead is going to be 
another happy one for gamers. 
The best yet, in fact - but hey, 
isn't it always? 


3Dfx r, C&C clones and flight sims 

This years’ show was notable for 
two things. These were immediate- 
ly apparent upon first entering, 
and were reinforced to a stunning 
degree the more 1 saw. They are: 

• With only a handful of excep- 
tions, games were either 3 De- 
based action games or C&C clones 
(Real Time Strategy, if you want to 
be PC about it), 

• Combat Flight Sims are well 
and truly back. 

Just about every company there (a 
slight exaggeration, but not by 
much...) had a C&C clone on dis- 
play. It was massive overload and 
absorbing the differences between 
them all, other than a different varia- 
tion on the Post Apocalyptic Nuclear 
Wasteland scenario proved difficult. 
Dark Reign clearly shone as the best. 
It really is the next level of the genre. 
You may remember we reviewed it 
in PCPP #14 and stated that is was 
“available now”, well, shit happens 
and Activision’s “ironclad” promise 
that it would be ready at the stated 
date fell short. It’s been delayed 8 
weeks for “play balancing”- which 
means tweaking the unit’s attributes 


so all things are equal in multiplayer 
games. While disappointed by the 
delay, it is good to see that Activision 
want a perfect game on the shelves 
so as to avoid the ridiculous Red 
Alert Tank Rush tragedy. There were 
a couple of other fine efforts but 
most, sadly, were just pathetic and 
shameful attempts to cash in on the 
“hot genre”. 

Another genre that way overdue 
for some heat are flight sims. After 
years of stuff-all there were well 
over a dozen awesome looking and 
playing sims on display. If it 
weren’t for a snappy little 3D card 
1997 would firmly be remembered 
as the Year of the Flight Sim. 

But it won’t be. Instead the scene 
was dominated utterly and 
absolutely by the Voodoo Graphics 
3Dfx. Listen up gamers, if you 
don’t have one already, GET ONE! 
“Need” is as strong a word as I can 
use here, and is the one to use in 
the same sentence as “3D6C”. With 
only a handful of exceptions, 
games at E3 1997 were either a 
C&C clone or a 3Dfx-based 3D 
game. All the flight sims were, all 
but one of the first-person games 


were (Daikatana - but only because 
the beta version of the 3Dfx game 
wasn’t ready in time), all the dri- 
ving games were... It was truly 
unbelievable. Each and every one 
of them looked amazing. A lame 
few used the 3Dfx in Direct3D 
mode, but most were native. Only 
one game was running in native 
Rendition Verite mode (a lone 
Flying Nightmares II PC), another 
one on the Matrox Mystique (Moto 
Racer) and one again on the 
Video Logic PowerVR (Terracide). 
Each of those games has a far 
superior 3Dfx version anyway... 

Personally, I am still in disbeliev- 
ing shock at just what the 3Dfx can 
do. Two years ago I would never 
have imagined that such graphics 
were possible. Extrapolate the dead 
and buried tradition of upgrading 
to a faster CPU for a slighdy high- 
er resolution mode each year, and 
back then I would have guessed 
that 10-15 years would need to have 
passed before such effects as we 
see now could have been achieved. 

I say again gamers, put aside what- 
ever your next planned upgrade 
was and spend your next $350 or 


so on a 3Dfx. That's a Diamond 
Monster 3D, an Orchid Righteous 
3D, the Flash 3D now, with more 
cards using the magic chipset com- 
ing all the time. Just get one. 

THE GAMES 

While many developers wussed 
out with cheap 4 n’ nasty rip offs, 
there were several outstanding 
games on display. Some were way 
overdue unveilings of games many 
years late, others were sneak pre- 
views of Works In Progress that 
nobody expected, and the rest were 
big titles that we knew were com- 
ing, but were blown away nonethe- 
less. Let's look at the showstoppers: 




Flying Nightmares 2 


FLIGHT SIMS: jets 


Falcon 4.0 


MicroProse 
Early ’ 96 

After having written half a dozen 
"coming soon” previews for the 
promised King of Combat Flight 
Sims over the last 4 years or so, it 
now looks like this will be the last, for 


Falcon 4.0 is in final beta testing and 
I can tentatively make the call of a 1st 
Quarter ‘98 release, possibly a month 
or few earlier if Microsoft really do 
have their shit together this time. 

Falcon 4.0 could probably have 
been released anytime during 
those years, but the team keeps 
updating it to both compete with 
the opposition and incorporate 
new technology. This holding pat- 
tern could theoretically continue 
forever, but only fine tuning and 
polishing of the new 3D hardware 
graphics is left so it's really proba- 
bly going to happen soon. 

Naturally enough the sim 
looks amazing, and is com- 
fortably the best looking of the 
new batch. A P90 with 3Dfx 
will run it as fast as you need, 
while a P166 will pump the 
game along in regulation 640 
X 480 SVGA most detail no 
worries. In this mode, Falcon 
4.0 runs beautifully and is 
some justification for the long 
development period. 

Recognising individual tastes, 
MicroProse have incorporated the 
new style virtual cockpit for those 
digital watch fans impressed by 
that sort of thing, while purists get 
the much more practical fixed 
array of instruments. A very sexy 
full screen mode that allows for up 
to four stand-alone MFDs (one in 
each comer) is also there. 

MicroProse cheated slightly by 
using photos of the Californian 
countryside for much of the ter- 
rain, but that's only because 
images of the real terrain with the 
detail they wanted was much hard- 
er to obtain. The contours and 
geography are all correct though 
and major landmarks and build- 
ings were individually modelled. 
California or Korea, they're real ter- 
rain images in 16-bit colour and 
look vastly superior to anything an 
artist or computer can generate. 


F- 22 Air Domination 
Fighter 


DID/Ocean 
Late '98 

This is what Ocean had us think- 
ing all along was TFX3, the sequel 
to EF2000. Unlike Falcon 4.0, a 
sequel built from scratch, Ocean’s 
new game retains the look and feel 
of EF2000 - albeit with a new air- 
craft and scenario. Ground and air- 
craft graphical detail, the interface 
and aircraft performance and han- 
dling were much the same. We’ll 
see when the job's done whether 
they really did build upon the old, 
but a big bag of new features and 4 
million square miles of (non-photo- 



The fabled Falcon 4.0. Yes , it f s really real! 


graphic) 3D world stretching from 
the mid east to north Africa will 
make it a must-play in any case. 

Like just about every new modem 
combat sim, this one is modelled on 
the all-powerful super-performance 
largely automated F-22. It’ll be fun 
comparing all the different flight 
models as the new sims are com- 
pleted, as they all claim to possess 
perfectly accurate flight models 
while the all try to achieve the same 
result. As far as DIDs F-22 is con- 
cerned, the similarities with EF2000 
is the first thing that’s noticeable in 
the work in progress, which hopeful- 
ly means work is going ahead in 
other areas while the flight model I 
saw is only an interim one. Going 
back a step though, EF2000 itself 
wasn't that far removed from its 
own predecessor, TFX... 

The first shipping will not have any 
structured campaign, instead a col- 
lection of one-off mission much like 
Mindscape’s SU-27. Six weeks after 
the initial release there will be a mis- 
sion disk with a proper mission set. 

During play it will be possible to 
jump into the cockpit of any other 
fighter in the war zone. You can 


even jump to the AWACS and play 
the conflict as a strategy game, 
ordering your networked team 
mates (up to 16, and maybe 32 play- 
ers is planned) around while you 
oversee the big picture. The devel- 
opment team view this option as 
integral, but largely it's just another 
“nice touch". If you think it’s an 
especially cool feature then the sim 
for you is Flying Nightmares II. 

Joint Strike Fighter 










EF2000 V2.0 


DID/Ocean 

September 

An odd marketing decision, this is 
really only a 3D hardware patched 
version of the existing 2 year old 
EF2000. You get both the DOS and 
Win 95 versions on the CD plus 
some other minor enhancements. 
While it’s certainly a fine game, 
Existing EF2000 owners will simply 
download the free patch which will 
be available at the same time as this 
new shrinkwrapped box, while 
potential new customers will be 
spending their time and money with 
the new generation of combat sims. 
Fantastic product support from DID 
this, but weird commercial sense. 


Flying Nightmares II 


Eidos 

Christmas 

Like all the new flight sims, seeing 
this 3D hardware driven sim for the 
first time is a jaw dropping experi- 
ence. The graphics are simply 
unf*ckingbelievable, short of the 
detail Falcon 4.0 manages, but much 
nicer than computer-graphics look of 
DIDs F-22. This one, also like Falcon 
4.0 is in the “like looking out your 
window” category. Photorealism is 
now a term we can use without entic- 
ing calls of “yeah, right". 

Designed primarily for internet 
and LAN play, the caper is for a 
“Commandant” to play in a real 
time strategy mode, ordering 
teamed pilots to do their thing 
while an opposing team takes you 
on in the Cuban scenario. Both the 
Cobra attack helicopter and the 
Harrier AV8B are simulated, and 
the game encourages specific tac- 
tics based upon these aircraft’s 
characteristics. Fog of war, for 
example, would allow only the slow 
moving Cobra a chance to spot a 
partially concealed infantryman. 
Neither aircraft offers spectacular 
performance overall, but this game 
is designed carefully to bring out 
individual interpretations of the 
capabilities of the aircraft - you 
know, skill. Pilots will specialize 
and some players may choose to 
only ever play as Commandant. 
Expect dan-like online squadrons 
to fight it out for virtual status and 
respect. 
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1 F-22 Raptor 


Digital 

Integration/Interactive Magic 
Early-mid '98 

Compared to EFaooo’s 4 million 
square miles and Falcon 4.0’s full 
north and South Korea, the mere 
250,000 square miles Digital 
Integration has come up with is a 
tad small. They’re like that. Digital 
Integration. Since their early days 
the company has reliably built their 
sims around three sets of canned 
missions, usually around a dozen 
in each. Also since the beginning, 
IM have had the best mission edi- 
tor by a long shot and flight mod- 
els equal to, or better than any- 
thing else out there, depending on 
who’s parochial opinion you seek. 

From Tornado (the most under- 
rated sim of all time - sheer bril- 
liance and eminently playable for 
years to come), through to 
Apache and Hind, the games 
have pleasingly remained consis- 
tently excellent, but not so pleas- 
ingly, haven’t advanced in the 
slightest over all those years. 

Now with iF-22 it’s almost a 
whole new ball game. It flies and 
looks new. Not as pretty as the 
other new games, but good enough 
to hold a proud head high amongst 
the new crowd. It’s still cursed 
with the 3-set of 12 canned mis- 
sions though... hello...! 

The incomplete game felt con- 
vincingly real, but without a yard- 
stick at this early stage its compara- 
tive quality is a call I’m not pre- 
pared to make. Realistic avionics 
should prove to be among the best. 


I M is a no compromises company 
in that respect and iF-22s cockpit 
was suitably scary and intimidating. 


F-22 Raptor 


Novalogic 

Christmas 

While Interactive Magic threw a 
little “i” in front of its title for indi- 
viduality, Novalogic threw a curve 
ball at I M in the form of an 
attempted legal coup for exclusive 
rights to the plane itself. 

Thankfully this silliness passed, 
but Novalogic are staying true to 
their original claims to 100% accu- 
rate modelling. Funnily, their repu- 
tation is one of pretty arcade quick 
4 n' easy shooters. Comanche and 
their earlier F-22 Lightning II are 
distant cousins now, with only the 
latter’s 3D engine in common. 

Whatever Novalogic’s claims, 
their F-22 simply doesn’t look to 
have the depth and hardcore fea- 
tures of DIDs game, and possibly 
even I M’s. Novalogic went for the 
realism claim with their recent 
Comanche 3 and lost a few credi- 
bility points as a result. With their 
reputation on the line the new F- 
22 will be undoubtedly better and 
more realistic than their previous 
games, but whether it measures up 
to the opposition remains to be 
seen. Still, all their older games 
delivered a big dose of satisfying 
fun and if they hold true to that 
recipe while stirring in some 
absorbing realism then the news 
could be good. 


Sabre Ace: Conflict 
Over Korea 


Virgin 

Christmas 

Hip hip bloody hooray. Some dif- 
ferent and interesting planes to fly. 
Finally we get to fly the classic first 
generation jet fighters, along with 
the last breed of prop fighters that 
saw them in. 

Fly a Yak-9 an d attempt an inter- 
cept on Gen. MacArthur’s trans- 
port, or fly a Mustang P-51D and 
keep the big fella alive. The sim's 
canned missions (with random 
generator for enemy locations) will 
move you onto the F-80 Shooting 
Star, F-86 Sabre, MiG-15 and oth- 
ers. They handle by the book, have 
authentic cockpits, have guns only, 
no radar and are a pig to fly gener- 
ally. Fantastic! 
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Team Apache 


FLIGHT SIMS: Props 


Eidos 

Christmas 

This and EA’s Apache AH64D 
Longbow occupy the serious end of 
the chopper slot. Developer Simis 
say it’s for real and the beta on 
show was impressive, but notice- 
ably incomplete. Like all new Eidos 
games it absolutely stank quality. 
Hardcore mission design and 
proper, non candyfied graphics. 

The flight model is the great 
unknown, but a quick 
chuckaround of the early model 
encouraged a bet. 


Joint Strike 
Fichter (JSF) 


Eidos 

Unknown 

JSF looks tremendous in the 
square mile stakes with 10 million 
of the bastards. All of it as geo- 
graphically real as they say it 
always is and dotted with that 
rarest of jet sim features - trees. 

The version at E3 wasn’t hard- 
ware 3D yet but it ran nicely in 
SVGA on what was, like all the E3 
machines, at least a P200MMX. 
During a running of the hands-on 
PC PowerPlay Low Level Attack 
Test it performed admirably for a 
pre-beta. The future looks as bright 
as it could for this simulation of a 
plane that is still in the design 
phase and won’t enter service for 
another 10 years. 


IF-16 


Digital Integration/ Interactive 
Magic 
September 

DI’s flight model expertise is put 
to the test in their first fixed wing 
dogfighter sim. Avionics are sweet 
but the final beta handled a bit too 
comfortably for demanding pilots. 
A quality play nevertheless, this 
will be the first out and will keep 
us fixed for the couple of months 
until there’s more choice. 


Microsoft Flight Sim 96 


Jets schmets. What the world des- 
perately needs are more outstand- 
ing single and multiplay WWII 
combat sims. As it turns out, that’s 
just what turned up at E3. 

All are 3D hardware-gorgeous, 
have extensive multiplay and good- 
enough single play, all looked and 
felt joyous, all had a complete and 
often exotic collection of planes to 
fly and by god I’m happy as a 
result. 


Fichter Squadron: 
The Screahin 9 
Demons Over Europe 


Activision 

November 

Ninety big missions. That’ll do. 
With a “semi live” virtual battle 
field and a dedicated effort towards 
realism, this looks like at least one 
of the best. 


Warbirds 2.0 


Interactive Magic 
Soon 

This online game and Confirmed 
Kill have the net to themselves and 
thus it has always been. 
Unfortunately, version 2.0 doesn’t 
add anything that’ll help it com- 
pete with the new sims on the 
block, and it looks like the remain- 
ing diehards will be compelled to 
jump the fence as the new games 
have better everything. 


Microsoft Flicht 
Sin 98 


Them 

Now 

Death, taxes and MS Flight Sim. 
Here’s the new one. It’s got a heli- 
copter now. Woo. 


Fichter Ace 


Microsoft 

Christmas 

This one should do mighty well 
on the Internet Gaming Zone (or 
the “Zone”, as you’d call it if 
you’re cool like Microsoft). Start 
up your own little cam- 
paign for a bunch of 
your pals and take part 
in the planned histori- 
cal re-enactments. 
Major realism if you 
want it with easy peasy 
newbie mode. 



lust about every game that needed a joystick used the 
new Microsoft Force Feedback Pro stick. All except the 
flight sims, that is, which almost exclusively used the 
Thrusty FLCS combined with either the TQS or the CH 
Pro Throttle. Some low to medium range throttles and 
fully featured sticks made new appearances, but noth 
ing that’s ready to challenge the domination CH and 
Thrustmaster hold over the high end of the market. 

The Microsoft stick, which was unveiled for the first time at the show, shares 
none of the failings of the first generation of Microsoft Sidewinders. It also 
completely buries the abysmal CH Force FX stick and establishes Force 
Feedback itself as a pleasantly viable game option something which was 
looking a little shaky when the CH stick debuted the technology. 

As with all things Microsoft, it doesn’t apply itself exclusively to a particular hard- 
core niche, but instead serves all types with a carefully compromised design. 
Without false military pretences and looking neither cool or kids* the stick is 
ergonomically excellent for the right hand and usable with the left, if that's your 
steering hand. A wheel throttle that pokes out sideways instead of up lets you 
dial in throttle input more precisely and comfortably, and while it isn’t as good to 
use as a separate throttle system, it isn’t the hassle to set up either. 

Inside though is where the revolution has really taken place. Unlike the ana 
logue CH it's digital and has far tighter and smoother gearing, making it crisp 
and accurate and smooth compared with the loose and bumpy CH. It's also 
much smaller and needs only the joyport. unlike the CH which also needs an 
almost certainly valuable serial port. Built in too is an infrared sensor that 
pauses motorised movement when you let go and can even be set to pause 
then game at the same time! Tres cool. 

Microsoft’s stick also benefits enormously from the new Direct X 5.0. which 
allows complete and easy button programming, as well as insanely cool features 
that hadn't even occurred to this joystick critic, like software controlled spring 
tension, as a big and sexy for example. The thing’s even got a 25MHz 16-bit 
microprocessor onboard that runs the whole show, as opposed to the CH which 
uses your CPU, potentially slowing down your game. 



STRATEGY 

The most populous genre at the 
show was sadly just a huge collec- 
tion of dismally disappointing Red 
Alert clones. Only a handful of 
truly original games stood out - and 
those were noticeable merely for 
the implementation of one or a few 
“nice touches” over the top of a dull 
and dreary nothing-new engine. 

All this repetitive monotony was 
a major disappointment. Most 
clone makers, it seems, seem to be 
motivated only by making a few 
bucks out of undiscerning and ill- 
informed gamers who’ll play any 
RTS, regardless of the quality. 

Only two or three strategy games 
stood out. The extra effort these 
designers put in will pay major divi- 
dends, as their games will be played 
over the 30 or more straight clones. 

Best of the RTS category was eas- 
ily Dark Reign. This was a safe bet 
prior to the show, barring an unex- 
pected unveiling of something 
remarkable, which, somewhat dis- 
appointingly, didn’t happen. 

The crowds around the Dark 
Reign stand were consistently big- 
ger than most other stands, and 
always included opposition design- 


ers (easily identifiable by their 
shirts) checking out the goods. 
Blizzard shirts were particularly 
noticeable, with the faces unsmil- 
ing and concerned. Their Starcraft 
is continually being held back for 
refinement and polishing to keep it 
competitive. 

What I saw of LucasArts’ 
Rebellion looked refreshingly posi- 
tive. Many new design concepts are 
at work here and strategy gamers 













should be as happy as Star Wars 
playanythingers. A full playtest 
wasn’t an option at the show 
though, so we’ll have to wait... 

Best of the straight Red Alert 
clones which I saw was probably 
Dark Colony from Gametek. On the 
originality front the game’s 
upgradeable units are able to be car- 
ried over to the next scenario, but 
generally it was the look and polish 
of the game which let it shine. 

Local kids Beam Software 
showed KKND Special Edition. 
With a bunch of new missions and 
a new skirmish mode it was clear 
they were mostly only playing 
catch up though. 

Interplay’s excellent and under- 
appreciated M.A.X. Is back as a 
sequel, M.A.X. 2. The new game is 
one of the few truly original 
designs out there and among other 
enhancements, features a choice of 
three gameplay modes: Real Time, 
Simultaneous Turn Based and 
Classic Turn Based. These options 
should bring in the simpler 
gamers alienated by the original’s 
somewhat intimidating game style. 

With a couple of dozen cheap 4 n’ 
insulting C&C clones on display, 
anything new and different was 
bound to attract attention. Enter 
Netstorm from Activision. One of 
the few games at E3 that was an 
entirely new concept, this seeming- 
ly internet and LAN perfect game 
also features strong single play ele- 
ments - don’t be deceived by the 
name! Players take on either each 
other or the computer across a set 
of floating islands, building 
bridges and automated weaponry, 
as well as more magic and flying 
craft than you’ll be able to get your 
brain around in just a short play. 
The designer expects a 4 player 
game to be over in around 10 min- 

Netstorm 




Dark Reign 


utes, making for a fast and vicious 
diversion from more epic games. 

All up though, the strategy genre 
is in need on a big injection of 
fresh thought. The best that the 
creators of the style, Virgin, could 
manage was Red Alert: Sole 
Survivor. The caper here is to go 
online and pick an existing unit, 
any unit, and duke it out with up 
to 50 opponents. Powerups and 
health make the whole thing work. 
For a quick burst of strategy action 
it does look pretty damn good and 
will no doubt get lots of online 
attention for a while, but pushing 
the envelope it isn’t. 


FIRST-PERSON ACTION 


UAKE II 



E 

By far the biggest crowd at E3 
was the one around the scant 
three Quake II monitors. Big sur- 
prise there. But hey, I had my 

show map in hand and 
memory when the 
doors were opened on 
the first day, and virtu- 
ally ran and barged my 
way past all the other 
attendees to check this 
wonder out first. 

Level designer Tim 
Willitis was on hand and 
it was one major relief to 
discover that this sequel 
is far more than what 


Doom 2 was to its’ predecessor. 

For starters the 16-bit graphics 
engine does away for ever with the 
drab old limited set of brown 
colours. Only the GL (3Dfx pow- 
ered) version was on show, but 
that’s the one 90% of Quakers will 
be playing - they having embraced 
3Dfx before most other gamers. 
Needless to say. Quake 11 looked 
absolutely bloody amazing. 
Translucent effects such as water, 
force fields and smoke were com- 
plimented by lighting effects that 
puts the original Quake to shame. 
Quake II also gets the weapons 
right. Go for it Quake extremists, 
start writing me hate letters, but as 
much as I love the game I thought 
the weapons sucked hard and 
could have been hugely better. In 
Quake 1 1 they are. They 
look incredibly cool (very 
important) have much 
better practical applica- 
tions and are simply 
more fun to use. Part of 
the new look is the Duke 
Nukem style of showing 
the guns offset slightly, 
although not anywhere 
near as much as that 
game. Hands holding 


them have been incorporated too, 
which would bother a Quake 
extremist initially, but relax, it 
works well, is unobtrusive and 
adds greatly to the experience. 

It was scary for a few months 
there - would id get Quake II right? 
Yep yep yeppity yep they surely 
did. it’s AWESOME. 


Unreal 


By comparison, the much vaunted 
Unreal was left wallowing. It is an 
excellent game with all the right 
ingredients, and was far superior to 
all but Quake II itself, but was unfor- 
tunately right next to the Quake II 
stand and suffered as a result. Unreal 
has all the right stuff, but Quake II’s 
lighting was much better and the 
monsters way cooler. Unreal’s 
weaponry looked excellent, but had 
that unfortunate reek of try-hard and 
was more innovative and over the top 
than actually grunty, sexy and useful. 

I’m not for a second dismissing 
Unreal, it already looks like a 90% 

+ game, but in this genre compar- 
isons are all, and at this beta stage 
Quake is nudging ahead. Unreal 
does score the points in the archi- 
tecture dept though. I’ll wait till the 
full versions of each to pass final 
judgement, but at the show 
Unreal’s penchant towards wild 
originality paid off with level design 
that was clever and challenging. 


Quake 2 
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promises 35. They clearly 
have what it takes - the 
numbers, the design tal- 
ent, the resources and 
importantly, the motiva- 
tion to prove a point and 
produce a better game 
than Quake II. 

The show beta, using 
the Quake engine as the 
final will, ran unacceler- 
ated in low res and had a 
very small playing area. 
Clearly much thought 
had gone into making it 
as different as possible, 
but it was simply way 
too early to tell. 


Hexem II 


(top) Unreal (above) Daikatana 


Daikatana 


Ion Storm, if you don’t know 
already, is the new development 
company founded by id’s John 
Romero and Tom Hall. The split 
was far from amiable, with 
Romero wanting the traditional 
development approach of several 
simultaneous projects while the 
boutique software boys at id prefer 
to licence their engine and maybe 
release one game per year, if that. 

Romero hopes to have Daikatana 
out by Christmas. Based on the 
rushed, non*3D hardware, show spe- 
cial demo I saw, there’s no chance 
whatsoever of that happening. 

Romero intends that Daikatana 
be a richer and more interactive 
environment than Quake. 
Compared to Quake’s 10 monsters, 
Daikatana will pack 64 in, Quake 
has seven weapons, Daikatana 


•>- • 





(top) Hexen 2 (above) 
Jedi Knight 


This rocked, hard. We’ll 
be doing a full review 
next issue (hopefully!) 
and this one is looking 
good. The RPG elements 
are much stronger than 
the original with a very crowded sta- 
tus bar and a carefully constructed 
game environment where all main 
areas are linked via a central hub, 
much like the original. 


Turok: 

Dinosaur Hunter 


For years it was perfectly OK for 
PC gamers to dismiss Nintendo 
games with superior derision. No 
more. This is the first Nintendo 64 
port and it’s one we’ve been hang- 
ing for. The levels are linear and 
simplistic, the premise is silly, but 
the weapons... Never, in the history 
of human computer gaming, have 
such an outrageously sexy and 
meaty collection of weapons been 
assembled in one game. The game- 
play is a little stinky, but running 
around firing the planet sodomiser 
is one hell of a joyous experience. 1 
player only though... 


Jed 1 Kn icht: 
Dark Forces II 


An early beta I saw months ago 
looked a little dodgy, but the final I 
played at the show dispelled all 
doubts. This is a Star Wars product 
that not only brings the magic of 
that automatically comes with that 
universe, but is a remarkable gam- 
ing achievement in its own right. 

Use the Force to pick up distant 
objects, fend off incoming laser fire 
with your light sabre, play the game 
through as either Good or Evil... 
Yes! Amazing level architecture - 
huge and convoluted in all the right 
ways. A winner worth waiting for. 


Sin 


A major surprise this one. A side 
project by Activision, this one is 
built around the original Quake 
engine, but with an enhancement 
that lets it run in 16-bit colour mode. 
The designer was there, his name 
badge read “Levelord”... Go figure... 

Sin had absolutely the best level 
design at E3 - better than Quake 
II, better than Unreal. This small 
project won’t be seen until the 
new year and is generating little 
publicity. Remember the name, 
for Sin is the one. 


DRIVING 

Post Apocalyptic road combat 
games were a dime a dozen at E3. 
Most game companies had one, 
along with the regulation C&C 
: clone. Only a couple really stood 
out. Best of the lot by a mile was 
Cart from our good friends 
Microsoft. Not knowing American 
racing formulas too well I can’t say 
exactly what a “Cart” class is, but 
they look, sound and GO like an 
IndyCar. Cart features a virtual 
cockpit (that can be turned off if it 
bugs you). Turn into a corner and 
i the view turns in slightly with you. 
This is no gimmick, it allows a 
great feel for the corner ahead and 
provides real situational awareness 
in traffic. The driving model was 
just beautiful - none of the impos- 
sible difficulty of Indycar or GP2 - 
just pure, hard, realistic, fluid rac- 
ing. This one deserves to be big, 
count on lots of future coverage. 

The only other noteworthy sim was 
from Ubisoft, makers of the lovably 
playable POD. Un-named at this 
stage and scheduled for a Christmas 
release, the Fi game should com- 
pletely bury GP2 with great looks, 
realism, complex setup options and 



full FI A licensed support. 

Psygnosis had Formula 1 98 run- 
ning. It;s an enhanced version of 
their original Playstation to PC port 
and finally has an in-cockpit mode. 


THE BEST OF THE REST 

It wasn’t all flight sims and C&C. 
Sifting through the staggering 
amount of games on show turned 
up some gems, some predictable, 
others a real surprise. Here’s the 
best of the rest: 


Tomb Raider 2 


Eidos 

The best looking and most over- 
rated game of last year is returning 
with a couple of new Lara moves, a 
new city environment and bugger 
; all else. 


Star Wars Masters 


Lucosarts 

A 3D fighting game in the mould 
of Virtua Fighter, but with the Star 
Wars cast duking it out. I could nei- 
ther stop laughing or take it seri- 
ously. Funny and about the most 
pointless game I’ve ever seen. 


Heavy Gear 


Activision 

Having lost the FASA 
Mechwarrior license to 
MicroProse, Activision are strik- 
ing back with an enhancement of 
the original engine and generally 
better game design. 



Microsoft f s Cart 
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(top to bottom) G-Police, 
Interstate '78, Messiah, 
Tomb Raider 2, Star Trek: 
Secret of Vulcan Fury, 
Monkey Island 3 


Dunceon Keeper 


Bullfrog 

Yes, it's real. I have failed you, 
reader, in that I was unable to fight 
my was through the io*deep crowd 
to actually play the game on dis- 
play, but reports were that game- 
play was gold-plated, although the 
graphics I could see were unre- 
markable. 


Populous s: The 
Third Cohzhc 


EA 

Weird and probably brilliant. 
Loosely based on the first two, this 
is basically a Little Guys Running 
Around Killing Each Other game, 
but with intense resource manage- 
ment and the option to play either 
in the traditional overhead view, or 
the funky 3D mode. 


Arhoured Fist a and 
Tank Platoon a 


The former from Novalogic and 
the later a sequel to the original gem 
from Microprose. Both will reinvent 
the tank sim genre and give it some 
long overdue credibility. 


Monkey Island 3 


Lucosorts 

Guaranteed adventure gaming 
quality from LucasArts, the mas- 
ters of the genre. 


PlCTIONARY 


Hasbro 

When this bizarre title from 
Hasbro ships at Christmas it could 
well sit aside You Don’t Know Jack 
as a top social multiplay experi- 
ence. Draw with the mouse and get 
into the 6 excellent sub games. 


Blade Runner 


Virgin 

A jaw-dropping ohmigod kinda 
game. The intro shows computer 
generated actors as real as I’ve ever 
seen them and the gameplay cap- 


tures every last drop of that dark, 
brooding movie atmosphere. Sean 
Young and a few other bit-players 
are in the game, but no Rutger or 
Harrison... 


Star Trek: Secret of 
Vulcan Fury 


Interplay 

Interplay have Star Fleet 
Academy in the works too and I’m 
sure it'll be good, but this blew me 
away completely. It looks like the 
original TV series - primary 
colours, toga chicks, the works. 
Seeing the computer generated 
actors move and talk is up there 
with the most impressive comput- 
er game achievements of all time. 


Riven 


Broderbund 

Here it is, the sequel to Myst. 
Whether you love or hate Myst, 
this sequel is undeniably beautiful 
and has a comparative abundance 
of moving parts. 


C-POLICE 


Psygnosis 

Single player sci-fi flight action 
combat perfection. A helijet that 
handles beautifully, rarely com- 
pelling plot and graphics to make 
you fall off your chair. 


Messiah 


Shiny 

Very early in development, but 
Dave Perry's secret new project is 
looking incredible. Software driven 
3D acceleration that looked as good 
as the best 3Dfx title. Play a cute 
baby with angel wings hunting 
down surrealistic baddies by pos- 
sessing their body and committing 
suicide. Who said all the original 
ideas were taken? 



AND THE 

WINNERS 

ARE... 

Certain games are better than oth- 
ers, but with every company in the 
industry trying to impress it was 
quickly apparent who’s got the 
goods overall. 

Here’s a quick rundown on the game 
companies that stole the thunder 
from the rest. 


I 


n dead and buried to #1 in 2 
years. Activision not only have a 
huge range of games, but each and 
every one of them is a potential #1. 
Quake II, Hexen II, Dark Reign, Sin 
and all the rest. Put simply, 
Activision rule. 


I ith Blade Runner and Lands of 
Lore this team automatically make 
the grade. But they’ve got much 
more, and unlike many other big 
publishers, still have the quality-is* 
first mindset. 


LiM 


Watch these guys, they’ve got their 
act together and some brilliantly dif- 
ferent games in the works. 


With Riven (the Myst sequel) due, 
these guys are cementing their place 
a smaller niche publisher who’ll only 
do the best of the best. 

While these publishers don’t do 
their own internal development, they 
have managed to bring in a startling 
array of unbelievable third party 
titles. They are getting big and scary 
and are motivated purely by profit - 
not even bothering with the com- 
monly used “by gamers for gamers" 
style of line. Still they've got the 
sugar... 


Ocean 


/ith sim gods DID under their belt 
and a most impressive space com- 
bat epic called 1 -Wars coming, the 
Ocean stand was one to hang out at. 
Lot’s more from this bunch of win- 
ners to come 


Consistent quality and a feel for 
gameplay that most other compa- 
nies are still trying to figure out. The 
Psygnosis stand and the Activision 
stand were easily the best. 


Look closely at any new Interplay 
title. They take risks and their judge- 
ment rarely fails. 


□ 


A huge, monolithic mother of a huge 
company - but one that’s got the 
spirit and attitude of the smaller 
designers. 
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Core Design, who are now part of the expanding giant publisher Eidos, 
had possibly the biggest hit of 96 with Tomb Raider. Even well into 97, the 
game is still selling well and there is no let up in its' continued success, 
with even U2 composing a track for Lara the sexy lead character in the 
game. Core, based in Derby, are fairly independent from the main Eidos 
office and with 40 people working in development, they are shortly to 
expand. The next title due is Fighting Force, followed by the eagerly 
awaited Tomb Raider 2 in November. 

Susie Hamilton (SH) has been the PR voice at Core for over 5 years. The 
spokesman for the Tomb Raider 2 Team was Gavin Rummery (GR). 


Tomb Raider 2 


were you surprised at the suc- 
cess of Tomb Raider and do you 
feel the gome would hove been 
so big if not for iidos? 

I still think it would have been big, 
but it is difficult to say how big with- 
out the injection of cash and the 
marketing expertise from the people 
at Eidos. We were able to reach a far 
wider audience than perhaps if we 
were just Core on our own. The 
mainstream activities really made a 
big difference with articles in some 
of the leading newspapers and 
lifestyle magazines which has 
helped to reach a wider audience 
than the specific gaming press. 

Strangely enough, my job has 
not been made easier for there is a 
constant battle to regulate what is 
going on, especially with Tomb 
Raider 2. It has firmly established 
Core Design as a major developer 
of PC games, whereas before most 
of our success had been conver- 
sions or Amiga games. Tomb 
Raider has really put our name on 
the map as a major PC game 
developer/designer. 

Core remain fairly autonomous 
from the central office and we have 
the final say if perhaps Eidos have 
an idea and we believe that a differ- 
ent approach is required. If things 
stay as they are, as Core being the 
developer whilst Eidos are the pub- 
lisher, then that would be the per- 
fect situation for the future. (SH) 


who comes up with the ideas for 
games ot Core, and the Tomb 
Raider concept especially? 

This is down to the developers 
themselves. They have their ear to 
the ground and so understand 
what is required by the public. The 
games they write are the games 
they would buy themselves. The 
final decision would be made by 
our MD, Jeremy Smith, but we 
generally try to let the teams be as 
creative as possible and it has been 
a working formula so far. 

The idea came from one of the 
team who wanted to do a cinematic 
looking game with adventure ele- 
ments. One of the main criteria 
was to be able to see the main char- 
acter at all times in the Indy Jones 
mode. (Gavin Rummery, GR) 

The controls were difficult and 
cumbersome - hove you mode 
them any easier and how hard 
was it to ensure both the 
Playstation and PC version 
worked well? 

It was quite difficult to get the 
controls working well on both for- 
mats. Originally Lara was going to 
have 20/30 different animations, 
but as the game progressed it 
became harder and harder to link 
things together. You could go for a 
move and because there were so 
many things going on you would 
find yourself hitting the wall when 
you/she jumped. It was tough link- 

PGPmMfey 



ing the animations with 
the controls and move- 
ment but we managed 
to get it right with less 
animation. There was 
certainly no compromise 
for either of the formats. 

The control system was 
designed to work on any 
machine as long as they 
had enough buttons. 

()ason Gosling/ 

Programmer) 

Even if you asked us 
about any compromise 
between the Playstation 
and PC when it came to 
graphics, I would have to 
say there was no prob- 
lems apart from the 
restraints of the 
machine. The PC and 
Playstation are well 
matched in terms of 
graphics, the real prob- 
lem is the speed on the 
Playstation. The PC 
has more power to do cal- 
culations (jason Gosling). 

whot tools/program - hove you 
used for the modelling of the 
characters movements, was 
motion capturing used?(MC) Lora 
moved like o lady! - was she 
modelled on anyone? 

No, there was no motion capture 
used it has all been done via either 
our in house tools or proprietary 
packages like 3D studio. The reason 
the graphics and animations looks 
so good is the amount of expertise 
and time spent working on it. We 
have designed a nice animation edi- 
tor so we can look at the animations 
before they go into the game, and 
then they can be simply added. 

From texturing to the final version is 
a long process.(GR) 

Lara has not been modelled on 
any person, but for the second 
game we have found a person who 


looks very much like the character 
and we shall use her in some of 
our promotional events! (SH) 

Tomb Roider 2. Is it a 
\ sequel or o completely 
new story, new graphics 
ond even new code? 

We are revamping the 
engine with a brand new 
story, totally different to 
the First. There are also 
new characters and loads of 
new locations, none of 
which you would have 
remotely seen in the first 
game. All the bad guys 
are new. It is a case of 
improving on everything 
we have already got. 
right down to the 
camera angles. We 
have even added a 
pony tail to Lara! 

(GR). 

How important to 
you is the storyline? 
The game is an interac- 
tive adventure come puzzle product, 
and so the storyline is not that 
important. As long as the player has 
some kind of general scenario the 
plot is not that important it is the 
puzzles that make the game, along 
with the look! 

whot improvements are there on 
the graphical side - this was 
one of the most impressive fea- 
tures of the gome? 

Part one to the question will be 
that on the graphical side we shall 
have dynamic lighting, where light 
changes with the game. An exam- 
ple would be if you shoot a gun, it 
will light up the air around you 
and even cast shadows if the light 
source passes over an object. The 
different type of lighting will act 
like a flare. A sunset in one level 
will give a totally different lighting 
looking than one with say electrical 



lights. This will change the look 
dramatically. (GR) 

Other new impressive features 
will be outdoor sections as well as 
indoors! 

In terms of site, putties ond 
environment, how does this 


round things are running faster 
and smoother in terms of coding 
and putting the game together. On 
the first game we had to wait for 
the editors to be written but now 
the artists have been working from 
the start with them. (GR) 


compare with the original? 

It is hard to make the game any 
bigger for the first one was big 
anyway and that was limited to the 
restrictions of memory. So the 
answer is about the same size as 
the original. 

from feedback from the first 
game, whot if anything become 
opporent to improve on for TR2? 

A lot of feedback was pertaining 
to the camera shots, so we have 
worked on this a lot. A lot of the 
new added extras come from direct 
feedback. People wanted more out- 
side action and so we have Lara 
outside - even allowing her to 
climb up walls! We have tweaked 
the controls. You can actually jump 
when you want to and the controls 
and movement is more pre- 
cise as opposed waiting for 
the animation to end. ()G) 



Con you run us 
through the sequence 
of compiling the second 
gome? 

We are constantly 
redefining the storyline. 

We have a rough design of 
the game and with the use of edi- 
tors, start putting things together 
from day one. The process is to 
build up the levels adding puzzles, 
etc. The story can actually come 
after we have devised and created 
levels and puzzles! This time 


Please give the readers an insight 
into the new gome, the story ond 
concept ond objectives? 

The most important focus is that 
we know that although we are on a 
roll, and expectations are high for 
the follow up. we still have to 
ensure you have solid gameplay. 
One way to achieve this is to have 
lots of surprise factors in the game. 
We must ensure that people get the 
same buzz as from the first game 
and that means we must change 
everything so no one can say it is 
too much like the first game. 

Last time we plundered all the 
ancient civilisations and so now we 
have gone for a Chinese feel, but also 
taking you to more modem locations! 
You start off in Venice in a sunken 
ship and move onto Tibet and just 
these two locations allow us very dif- 
ferent sorts of puzzles. In Tibet 
you can have lots of ice and we 
can build puzzles around this 
theme. One proviso is to 
ensure that we build levels 
around thought provok- 
ing locations. 

The puzzles are 
designed initially 
by the map/level 
’"team, but we all have 
say in them to ensure 
there is interest and vari- 
ety. I could be sitting down and 
an idea would come to me and I 
would draw out a simple sketch 
and we would all then work on it. 
Every level has a main objective, 
puzzle and sub puzzle. We have 
also gone for more human bad 
guys which gives a far greater 
challenge than an animal. 



Fiahtina Force 


September 



Fighting games on the Playstation 
are too numerous to name, but all of 
them have sold well and there are 
not that many duff games around. 

To a lesser degree the PC has not be 
catered for that well, but Fighting 
Force from Core is a class act. It is 
gorgeous to look at and to play. Both 
versions were up and running, and 
for once a fighting game generated 
excitement and interest and looks set 
to do exceedingly well when released 
in September. The best person to 
talk us through the game was the 
designer himself, Roberto Cirillo! 

Firstly , who come up with the 
idea - run us through the objec- 
tives and locations? 

I guess as the designer you can say 
me. I have also worked on the tex- 
tures and at present I am working 
on the main moves for the players. 
The idea is to put the player in a 
New Yorkish environment, or a big 
city with all the surrounding loca- 
tions like car parks, trains station, 
etc. You must conjure up a realistic 
looking environment and in total we 
have io locations. The main objec- 
tive of the game is to roam around 
and fight and try to stay as healthy as 
possible. Starting off in a car park 
you progress along the high street 
and finally you should end up in an 
office block to face the final boss 


character. All the locations of course 
are different and so there is a mix- 
ture of moving in parks, under- 
ground stations, main line stations, 
Bronx and even military bases which 
all go into making this a game with 
lots of visual variety. There are even 
special states, one of which is a fly- 
ing fortress which is near the end of 
the game where you have to get onto 
a secret island to finish off the final 
boss. All told there are 7 levels, 
which are divided into 24 stages and 
the nice feature is that each of the 
levels has many routes so each time 
you do not necessarily go along the 
same path so you will face different 
baddies, there are certain points 
within a level where you will be able 
to choose from a number of routes. 
This means you can play the game a 
number of times and it will be dif- 
ferent each time, add the many 
secret locations and you have a mas- 
sive environment within a complete 
3D world. 

whot facets / movements / spe- 
cial powers do the four main 
characters hove? 

What, you want me to list all 
the special moves!!!?. The main 
aim of the game is to learn about 
what the 4 main characters can 
do, understand their attributes 
which are of course different for 
each character. Because it is a 
fully 3D game all the characters 
get attacked from all sides. The 
main moves which we categorise 
as 360 degree moves are the 
ones that are indeed special. If 
you get surrounded by a host of 
baddies, you can quickly get rid 
of them all via one of the 360 
degree moves. There are in total 
40 moves per character and you 
can smash people necks, grab 
them and throw them - it is real- 
ly as extensive as you can imag- 
ine. We are trying to make the 
game quite violent but also stay- 
ing within a strict boundary that 
keeps the game looking realistic. 



How realistic is the movement of 
the players ond hove you 
designed your own 3D engine? 

We have designed our own 3D 
engine and editor. The movements 
are a compromise between realism 
and also ensuring they play effec- 
tively and that is the fine balance 
that we believe will make the 
game sell. The characters are 
large and the animation of all 
the cast is smooth. The 
trick is to make a move 
look like you can do it 
in real life but if you 
tried it you would find i* 
impossible! 

when you fight ore 
you set within a 
limited play area or 
con you run off or 
move freely around? 

Total freedom and 
you can run away if 
you so wish! 

with so many move- 
ments per charac- 
ter (40+) - how 
hard is it to learn 
them? 

That's tough to get 
right. We look at games like 
Streets of Rage, Tekken 2 and we 
also mean in terms of controls as 
well as gameplay. We have tried to 
make the controls as intuitive as 
possible. Some games we do 
appreciate you need a degree to 
understand the endless moves and 
combos. Streets of Rage of 
instance is too easy • kick, kick, 
kick, punch, punch punch. We 
must ensure we have balance. In 
the 2 player game, working with 
your partner can be great fun and 
we are designing moves specially 
for 2 player mode! 

Con the player interact with the 
scenery, is this essential for 
gameplay to find things or is it 



there for cosmetic purposes? 

I would say both. You have to 
have the game looking right but 
you must also have a fully interac- 
tive environment. Say for instance 
you are moving towards a car, you 
can go to it, smash it up and even 
grab an engine to chuck around 
and even take some bits and use 
them as weapons. This is the case 
for lots of the scenery. In some 
instances you can wreck scenery 
just fort the love of it without 
any real objectives. All the 
action is via walking 
around... certainly no swim- 
ming or racing in cars. 

If you die , is your gome 
saved when you reach cer- 
tain stages? 

Of course, but we are working 
on the best way to approach this. 
We certainly do not want to get 
the user annoyed. 

whot type of interaction is 
there within the gome and 
how do you find out whot 
is required? 

We did not want this to be 
a Zelda game and so it real- 
ly is a case of moving 
around and finding out what to do by 
trial and error. The basic point of the 
game is that it is a great looking, free 
flowing, fighting game and basically 
you can do what you want. It is 
escapism for what you cannot do in 
real life, like go down town and 
smash some cars up and cause havoc. 
Well you could do this I suppose but 
I would not advise it 

whot do you feel ore the strong 
selling points of the gome? 

There are lots of fighting games 
around but this combines total 3D 
with an arena, plus the look and feel 
of the game is cool and gameplay is 
tops! The interaction side is the best 
facet and one we shall push. 

Derek dela Fuente 





The ultimate 
3D strategy 
3 adventure 
game. 


Gut/ ‘N* Garter/ i/ one on it/ own. To /ay it ha/ arcade action in a /tunning, multi-de/tructible environment with 
complex problem/ to be /olved on the run i/ to mi// out the cjame / incredible technical achievement of liqht /ourcincj 

and /hadow management and fully animated location/. 







ryo has been around 
for a good many years. 
Until now, their repu- 
tation has been built 
by companies like 
Virgin and 

Mindscape, who have distributed 
their games. Now Cryo are striking 
out on their own. In a huge office 
on the outskirts of Paris they have 
an impressive set-up and the exper- 
tise behind their games is of the 
highest standard. Cryo seem to 
have a passion for the making of 
games, a passion that goes beyond 
that of most development teams. 

Cryo's MD Jean Martial Lefranc 
speaks with PowerPlay’s Derek 
dela Fuente... 

How many people now work at 
your Cryo office ond whot type 
of breokdown is there - program- 
mers, artists, musicians, etc ? 


with the advancement of the 
PC, how do you keep tobs on 
whot machine ond specs to 
write for in 6 months when 
gomes like UBIK, etc. will 
appear? Even in 3 months o 
graphics card can become out- 
dated... 

We work very closely with Intel 
and Microsoft, which are of 
course a very valuable source of 
information. We try to target the 
mainstream machines and users. 
We spend time and resources 
tracking down what is selling 
and what is not in both games 
and machines. Whenever a 
graphics card comes onto the 
scene we look at it closely and 
get feedback as to the response it 
has had from the general public. 
Obtaining market share demo- 
graphics of hardware is also a 
task for us. 


Looking at your list of titles for 
the coming year, you appear to 
hove every area covered from 
Internet gomes to adventure to 
action. Is it possible you con 
foil between all the areas? 

Host top developers ore noted 
for a style of gome... 

What we are trying to do is to refo- 
cus on adventure games. With 
Atlantis you have action adventure 
and with another title it may be with 
more character interaction. I do not 
feel we would fall in between cate- 
gories. We have had pure action 
games but looking towards the future 
most of our titles are adventure led. 

Some of the graphics within 
your games ore photo realistic, 
whot type of approach do you 
use? Is it a mix of bond draw- 
ings (scanned in), real life pic- 
tures, etc. ? 


enhancing tools for an engine, etc. 
We do try for all the people to have 
an input but ensure that people are 
experts in their own field. 

whot are your thoughts on 
stop-frame animation ond FMV - 
are these aspects you utilise? 

Stop frame animation is very nice 
and I am a great fan of it, but with- 
in Cryo we do not have the exper- 
tise. I must confess I am a fan on 
Henry Salic. 

FMV is pleasant enough but it has 
dropped out of fashion. The time 
and money spent putting FMV 
together in the past does not appear 
cost effective, for the game players 
were not that interested in it. Yes, I 
do remember that Mega Race 
included lots of FMV but that was 
over 18 months ago and at the time 
that was the fashion. We spent a lot 
of time in the studios but no more! 



We now have over 150 people 
working at Cryo. 15 of them take 
care of the marketing, media and 
distribution, 40 programmers, 70 
graphic artists and the rest is split 
between people who write/design 
the storyboard and create the 
sound and music. 

Why ore now publishing gomes in 
your own right - were you 
pleased with the coverage you 
got from virgin ond Mindscape? 

We were happy with both com- 
panies, but we wanted to move on 
further and take charge of things. 
We wanted to build Cryo as a 
brand. With the market becoming 
more and more difficult for the 
publisher, we felt we needed to 
have more control over our own 
production. A lot of time was 
spent with Virgin on strategies, 
with them informing us what 
market trends were, etc. Doing it 
ourselves we learn and under- 
stand it and so we can approach 
things in our own way. This way 
there is no interference and we 
make all the decisions. 


as regards development, it must 
be good to up the specs for o 
gome, but do you not feel that 
the end user will suffer? when 
gomes like POD hove such high 
specs a lot of people are miss- 
ing out - do you try keeping 
specs low? 

I agree it is a problem for the 
public to keep up with develop- 
ment and the constant upgrad- 
ing of hardware. The main prob- 
lem is that the consumer wants 
the best and this relies on us 
utilising the best hardware 
around and also you must com- 
pete against other developers. 

We try to ensure that if the CPU 
uses a lot of processing power 
with high res. graphics we try to 
ensure the game will run in 
lower res. and so need less 
processor power. We believe that 
working towards a P90 machine 
is fair and in a year’s time we 
shall up this a bit. 

Whot 3D card would you recom- 
mend? 

It must be 3Dfx. 


We in the company use a tech- 
nique called “scopthing" and it is 
very much like sampling in music 
and this technique is a mixture of 
different images: real elements, 
scanned, photos, partial photos, 
hand drawing. 

what type of process do you go 
through when designing ond 
producing o gome - do all peo- 
ple hove input? do you hove 
teams or is it a shored pool for 
all gomes? 

Basically the first step is to have a 
designer, a storyboarder and pro- 
grammer, who will work together 
for about 6 months to put a game 
design together - this would be a 
demonstration of the product. This 
would come under the banner of 
pre-production. Once this is done 
we would decide whether to green 
light the product into full produc- 
tion. In full development we would 
have one team dedicated to the 
product. There would be NO shar- 
ing of the team. The exception to 
that would be in that we have one 
pool for R&D for development and 












whot do you feel is Cryo's main 
expertise - do you look towards 
presenting and creating a gome 
much in the way a film is done? 

As far as presenting a game in 
the style of a film I would say no. 
Our focus is to design a solid game. 
Once we have placed down the 
game’s instructions then we try to 
paste it with a good story. We used 
to think the other way around 
which is like a film. Most gameplay 
is non linear and so that you have 
to work on how to design a level, 
interaction, etc. It is to ensure that 
a game has no imbalance. Once 
you have a good game with an 
interesting storyline you can add an 
attractive looking universe. Our 
aim is to get the gameplay across to 
the player and try to help them into 
a game in an interesting way. 


Regarding Riverworld, (PC CD 
ROM, Summer), how in-depth is 
Riverworld and will it be a port 
of a series? It is o vast world, 
so how big is the gome ond how 
close to the story have you 
stuck? Isn't this too large a 




gome to produce? 

Riverworld can be a part of a 
series, but first we must see how 
the first game is received. We have 
made it big but not as big as the 
books. The world as you know is 
very big and so we have concentrat- 
ed on one aspect which is explo- 
ration and resource management. 
We have kept down the adventure 
element, but you do get to meet 
historical figures like Queen 
Victoria and Julius Caesar but you 
are linking to the genius in the 
civilisation rather than to charac- 
ters from arw adventure game. It is 
based on gameplay which we have 
input and produced from the 
Riverworld universe which is very 
attractive. It has a very similar style 
to a game called The Settlers, but 
you have freer movement and 
being able to control well known 
people from history is fascinating. 


Con you be yourself or will you 
be o set chorocter? 

You play the part of Richard 
Francis Burton. 

will there be ony sex in it, os he 
is o very suggestive/rocy writer? 
Long laugh from Jean... No. most of 


of Stone and the last the age of 
Steam. Going through these ages, 
which are like levels, you are able 
to build one element that will take , 
you from one age to another. For 
an example at the end of the age 
of stone, the epitome of that tech- 
nology is a huge bridge that goes 


What 3D card would you recommend? 
"It must be 3Dfx. ” 


the racy bits are in his other books! If 
you look around occasionally you may 
see some frolicking behind your back! 

was there ony input from the 
famous author of Riverworld, P. 
Former, or were you given 
guidelines? 

No. We took all the references 


from one side to the other of a 
river and when you have managed 
to combine these elements you are 
able to move across and go onto 
the next state. 

Onto UBIK, is this o short story 
from Philip Dick? 

No, it is a book. It may not be the 


UBIK and so we choose our subject 
matter with a great deal of thought. 
Blade Runner is a very different 
type of game. UBIK with its' 
Cryogenics and life after death 
plays a very important role and is 
very interesting for us, much 
stronger than the theme between 
humans and Robots. 


a brief on the gome to UBIK? 

The unique point to this game is 
that it is a combination of combat 
and strategy, where you direct a 
team of both psychics and swots. 
The key element is that you have 
to complete the mission by com- 
bining carefully the strengths of 
the people you have taken on your 
team. It is a little bit like C&C 
meets Syndicate Wars, but with 
the look and feel of Little Big 
Adventure. You will have real time 
3D characters that are big and 


Are there ony strategy elements 
which you feel present a new 
oppeol or opprooch? 

It is one of the first games where 
you move from a top down per- 
spective to inside a world. It is set 
within a 3D immersive environ- 
ment and that is really the key ele- 
ment to the game. Rather than 
moving little pieces around, you 
can actually interact with real peo- 
ple, side by side. 

If it based on one book or the 
general theme? 

It is based on the first book, 
although we covered the whole 
story because at the end of the 
game you must find the black 
tower and you understand the real 
secret of Riverworld. 

will you use characters ond dia- 
logue from the book like in 
Dune, or will it be open ended? 

We are using real characters 
from the book, but they are not 
telling any direct elements of the 
story, so it is in effect like you say, 
open ended! 


from his writing. There was a RPG 
game and we told him that we 
would move slightly in that area 
and that was enough for him to 
give us the go ahead. 

Please con you give us a brief 
on the gome? 

What need to be done by the 
player, who plays Richard Fancis 
Burton, is to influence the other 
characters which are dispersed 


throughout the environment, 
which can be either warrior, diplo- 
mat, engineer or creature. By com- 
bining the talents of these people 
and getting them to work for you 
you expand your territory and you 
must then conquer to find certain 
resources to create the very best 
technology of that time. You will 
be able to go through four differ- 
ent ages. First stage being the age 


best known but some of his fans 
think it is kind of a new bible. 

Did you choose him becouse of his 
post track record - (Total Recoil?) 
and is the gome similar in style? 

No, UBIK is very important to Cryo 
because it is one of our most impor- 
tant inspirations. The logo of Cryo, 
which is a women that is sleeping in 
a cryogenic state comes from UBIK. 
It is a character from the book called 


Ella, who is an important character 
and plays a major role. The name 
Cryo came from this lady. 

Hove you considered doing any- 
thing to do with Blade Runner - 
Do Androids Dreom of Electric 
Sheep? would you like to if 
given the chance? 

Blade Runner is being done by 
Westwood. We like the theme of 


move against precalculated back- 
grounds in which you can move 
the camera very swiftly with our 
new compression techniques and 
editor to combine the background. 
For most of our game we believe 
in writing new code for each prod- 
uct although we do use some old 
routines. The game is billed under 
strategy and combat. 

You ore very much into cere- 
bral novels, does this give you 
more latitude to designing a 
gome? 

It does not give us more lati- 
tude, but it is the niche of games 
where we are trying to build the 
Cryo trademark. The way we see 
Cryo is to focus on the older play- 
er with a more serious attitude, 
between 25 and 30 years old and 
even older. To try and create 
games for this audience is tough 
for they are more discerning 
about games and the storyline 
and this is the type of challenge 
we like. This gives us distinction 
from the competition. 


"the way we see Cryo is to focus on the 
older player with a more serious attitude ” 



The Games 


DREAMS to 
Reality 

September 

Ancient Egypt. Four priests gather 
around the Blue Water, mirror of the 
well of dreams. One of them will 
later return, host to a dark force. 
Today. A young man dives into an 
ice-cold lake and senses the pres- 
ence of shadow. Blue Shadow. 

Dive into the universe of Dreams 

• Complete real time 3D immer- 
sion: walk, jump, run, swim, fly, 
dialogue and combat. 

• The splendour of rendered graph- 
ics in fast-action real time 3D. 


your universe. Then nurture your 
landscapes and people your plan- 
ets with beings. Fashion them as 
you wish and give them everything 
they need to grow. From stopping a 
plague, to starting one, your divine 
hand will shape each world you 
create, as you attempt to increase 
your peoples’ faith in you. Play 
against the program’s simulation 
engine or log on to the Internet 
and discover that you are not 
alone: Other Intervention players 
roam the multi-universe. Reach out 
to other worlds, while carefully 
minding your own, and assert your 


UBIK 

October 

From the science fiction thriller by 
Philip K. Dick, who brought you 
Blade Runner and Total Recall, 
comes an entirely new kind of 
challenge: UBIK. New York in the 
year 2019 mega-corporations, cry- 
onics, colonies in space... and an 
on-going war of industrial espi- 
onage. Using guns and explo- 
sives, gangs of greedy agents 
fight a vicious battle for informa- 
tion, control and money. The 
worst is they can read your mind. 
Master your own psychic powers 


accurate to 50 square kilometres 

• is populated based on actual 
census projections and includes 
hundreds of political, demo- 
graphic, sociological, geographi- 
cal and economic surprises. It is 
accompanied by an archive of 
amusing and provocative animat- 
ed news and advertising clips. 

• The entire world is represented 
based on actual census, socio-eco- 
nomic and ecological projections 
for the period 2000 to 2500. 

• A wide range of world character- 
istics: numerous religions, ethnic 
groups and political systems. 
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• Hundreds of astonishing animat- 
ed sequences. 

• Over 100 places to visit and 
explore. 

• Over 100 characters: dreamers, 
monsters, superior entities and 
humans. 

• The power to create. The power 
to destroy. 

• Action, Magic, Adventure, Intrigue. 

• 3D real time engine, 65k colours in 
a wide variety of SVGA resolutions. 

• Artificial intelligence: genetic and 
DMS (decision making system) for 
control of allies and enemies. 

• Exterior and interior game sets. 

• Advanced Motion blending. 

INTERVENTION 

JULY 97 

A Game of Divine Strategy. 

In Intervention your quest is not for 
gold, but for adoration. First create 


supremacy, while keeping in check 
forces of evil that thrive on your 
mistakes. Intervention: From 
hurled bolts of lightening, to the 
oblivion of being forgotten, it’s 
tough being the Almighty. 

• Powerful simulation engine incor- 
porates artificial intelligence tech- 
nology to generate challenging sit- 
uations to manage. 

• Play against the computer, on a 
local network (up to 16 players) or 
on the Internet (up to 100 players). 

• Choose and modify the kind of god 
you want to be, and how your wor- 
shippers perceive you (benevolent 
with a heaven, wrathful with a hell). 

• Define and modify each world 
that you create and the natural 
characteristics that shape the 
development of your worship- 
pers’ civilisations (geography, 
weather, resources). 


and choose your squad with care 
as you take on the brutal chal- 
lenge of an action, adventure and 
strategy game that requires both 
brawn and brains. 

THE THIRD 
MILLENNIUM 

Summer 

A Strategy Game of World 
Unification. 

Civil wars, military juntas, inner- 
city gangs: we already know what 
the world will look like in the year 
2000. What about the year 2500? 
You are challenged to bring a 
very desperate world together 
over the course of 500 years. An 
innovative simulation engine 
responds to your actions and 
generates an infinite number of 
real time 3D characters. A visual- 
ly rich isometric world map - 


• Infinite number of characters, 
generated spontaneously in reac- 
tion to the player’s choices by an 
innovative simulation engine which 
incorporates artificial intelligence 
technology. 

• Isometric map of the world with 
several levels of zoom, accurate up 
to 50 square kilometres. 

• 3D sprites represent buildings 
and other strategic objects on iso- 
metric map. 

• Over 40 minutes of news, adver- 
tising and political interview seg- 
ments produced in 3D or retouched 
television footage challenge and 
amuse the player over the 500 
years of the game. 

• Player can choose the continent 
on which he starts the game. 

• Windows 95-native application 
with own graphic interface. 
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With Discworld doing well, has 
this resulted in you picking 
famous authors? 

We had success with an author 
before Discworld. with Dune. We 
picked up Mr Farmer and Mr 
Dick before Discworld. When we 
did see Discworld we thought it 
was very good and it was good 
news that this kind of product 
sold well. It showed us that there 
was potential. 

Books like Ringworld by Lorry 
Niven never really hit the mark, 
how will you ensure you con 
present the works of the 
famous authors in o good light? 

The issue is that people are buy- 
ing the game and we are not trying 
to associate with Mr Farmer and Mr 
Dick to give us more awareness. 
What we are looking for is authors 


other sources like political and 
economical issues. It can be 
pretty accurate, the only point is 
that the accuracy in this type of 
project can be very stupid look- 
ing. The way we have tried to 
avoid this kind of ridicule is to 
put humour into the title and 
tried to make it a political simu- 
lation that is not politically cor- 
rect in the kind of events being 
described. It is serious in terms 
of data and the way we are trying 
to make people feel happy by not 
taking things too seriously. The 
game is very focused on manage- 
ment and the storyline is sec- 
ondary. This comes over to the 
player in the form of TV news. 

As you move into the future you 
will see themes from TV. The 
game’s interface is a world simu- 
lation. 


"UBIK is very important to Cryo because it is 
one of our most important inspirations. The 
logo of Cryo, which is a women that is sleep- 
ing in a cryogenic state comes from UBIK. It 
is a character from the book called Ella, who 
is an important character and plays a major 
role. The name Cryo came from this lady ” 


that have created universe/environ- 
ments that are interesting - very 
wide, defined and coherent and it 
takes a lot of talent to be able to put 
this universe together, rather than 
trying to emulate an environment 
ourselves we feel that a link up with 
an author with a ready designed 
location is easier for us than to con- 
centrate on the gameplay, rather 
than trying to write a new story that 
may not be as effective or as well 
written. The authors are part of our 
team and their participation is in 
their story as opposed to bringing 
in awareness of their titles or mar- 
keting of their product. 

Please can you also give us on 
insight into Third Millennium 
PC CD ROM. You state it is a 
management gome that 
includes political, social, geo- 
graphical ond economical data 
for the years 2000 to 2500. 
where did you get this data 
from ond do you see it os 
being in ony way typical os to 
the way things could go? 

We sourced data from a lot of 
groups. We tried to ensure the 
game is very realistic certainly in 
the year 2000. We then project- 
ed from there with information 
projected from science and many 


Finolly, whot ore Cryo's plans 
for the future? 

Traditionally there are two main 
areas, US and France, where we 
have had success. We would like 
to succeed in Japan. We are really 
concentrating on the US because 
it is a big market. In Japan the 
situation is very difficult because 
we change distribution from one 
title to another. They are very 
excited about Atlantis with its 
great graphics. With Millennium 
they find it hard to understand a 
game of political intrigue with 
humour. With UBIK I was sur- 
prised that in Japan it is very well 
known, whereas in the US it is 
more an underground cult. We 
are now getting good feedback 
from Japan. One area we may 
focus on is to make characters in 
a game more appealing to the 
Japanese market. We may even 
have 2 versions of characters for 
our games, one for Europe and 
the US and the other for Japan. 

We do intend to start up a US 
team comprising US and French 
people in Oregon within the Dark 
Horse Comic building who we 
have worked with. We shall work 
on one of their comic strip charac- 
ters for a game. 
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Come visit Hitech World, Australia's 
largest video games chain. 

WE GIVE YOU MORE... 

• Trade-in your conquered games 

• Try any console games in-store 

• Save $$$ with our exclusive members card 

• Win with our in-store competitions 

• Speak to our friendly staff who know games 

• Pre-order/back-catalogue order service available 

• Get into the exciting atmosphere of Hitech World 


OPEN 7 DAYS A WEEK 

Weekdays 9-6 Sat 10-4 Sun12-4 
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YOUR LOCAL WA HEADQUARTERS 


| Albany Tel: 
Cannlngton Tel: 
Bunbury Tel: 
Innaloo Tel: 
Kelmscott Tel: 
Morley Tel: 
Midland Tel: 
Myaree Tel: 
Northbrldge Tel: 
Rockingham Tel: 
Woodvale Tel: 


(08) 9842 9840 
(08) 9451 1340 
(08) 9791 6620 
(08) 9445 7744 
(08) 9390 2020 
(08) 9275 7700 
(08) 9250 6767 
(08) 9330 8313 
(08) 9227 9991 
(08) 9592 8033 
(08) 9309 9627 


YOUR LOCAL NSW HEADQUARTERS 


West Ryde Tel: (02) 9807 7755 


YOUR LOCAL OLD HEADQUARTERS 


Cairns Tel: 070 414 899 
Lutwyche Tel: (07) 3357 4888 
Mermaid BchTel: (07) 5572 9166 


FRANCHISE STORES AVAILABLE 


For details on how you can own 
and operate a Hitech World Store 
call Rob Allison on 0414 245 548 







ex and violence has been a 
part of life arguably since 
the dawn of man. Only now 
in recent years we have been able 
to interact with realistic acts of sex 
and violence on our TVs and com- 
puter screens. With computers 
pushing the envelope of realism, 
it’s becoming hard to distinguish 
from fact or fiction. Is realistic por- 
trayals of sex and violence in com- 
puter games harmful, or just 
another fact of life? Simon Gruer 
investigates the issues... 

The Violence Factor 

Video games are one of the most 
popular forms of entertainment in 
our world. Video games dominate 
our homes as they appear in our 
desktop computers and are offered 
via game consoles like the 
Playstation and Nintendo 64. The 
popularity these venues of video 
entertainment provide is evidenced 
by the patterns of consumer spend- 
ing. In the United States alone. 


In the relatively short history of 
computer games, violence has 
been an integral part of the game- 
play. Don’t get me wrong, not all 
games are violent and bloodthirsty, 
one of the very first computer 
games in history “Pong” was a 
simple (and addictive) variation of 
tennis and squash. When we take a 
look at even the most primitive 
video games we can see the under- 
lying level of violence. Take the 
“godfather” of video games, Space 
Invaders. The object of the game is 
to destroy as many spacecraft you 
can before they destroy you. This 
form of violence is better described 
as a survival or defense like situa- 
tion, where the object of the game 
is the accumulation of the most 
points possible. The question of the 
affect of violence in video games is 
more speculative than factual as 
there has been limited study in the 
area. This lack of research reflects 
an attitude of indifference from 
some segments of the computer 


activity. The game puts you in con- 
trol of a closed circuit TV network 
inside a large house where a group 
of teenage girls are having a slum- 
ber party. The basic description of 
the game is enough to make the 
discerning parent think twice, but 
it’s not that bad at all, it’s actually 
quite a silly piece of software. 

Another FMV game that has 
cause a bit of a stir is the quite bru- 
tal, Phantasmagoria 2. With a pro- 
duction cost of over S3 million. 
Phantasmagoria 2 is a lavish point 
and click horror that includes some 
excessively violent scenes. It had 
been banned for sale in Australia 
up until earlier this year due to its 
violent content. Unlike videos, com- 
puter games have no <R>i8+ rating 
in Australia, so if a game falls into 
that category it is refused classifica- 
tion and subsequently banned. 

Ultraviolence 

With the advance of technology 
we have seen video games become 


the opportunity to kill your oppo- 
nent in a very visual and violent 
way. Some rip their opponents 
heads off while others dismember 
their victims in showers of blood 
and gore. Although the Mortal 
Kombat series has been immensely 
popular, it has caused the 
Australian government to give 
video games classification an over- 
haul. Nowadays when you walk into 
an arcade you will notice that every 
machine displays the Office of Film 
and Literature ratings symbol. 

Another excessively violent game 
for the PC is Duke Nukem 3D. Like 
most other games of its type, you 
have to save the world by killing 
hordes of alien nasties but the ele- 
ment that almost got it banned was 
far worse, violence towards women. 
At certain points in the game you 
find helpless women cocooned in 
alien pods, when you walk close to 
them you can hear them whisper 
the words “kill me”. One level of 
the game is set in a strip bar where 



It is not the function of Government to keep 
the citizen from falling into error; it is the 
function of the citizen to keep the Government 
from falling into error. 

Robert H. Jackson (1892-1954). U.S. Judge 


consumers spend more on video 
games- about S9 billion a year, 
including some $8 billion for coin- 
op and Si billion for home games- 
than on any other form of enter- 
tainment, including movies and 
music. One game alone, Atari’s 
awesome Asteroids, earned about 
as much just in its best year (S700- 
800 million) than the biggest 
money-making film of all time, 
Gone With The Wind, has made in 
four decades of screenings! If 
money is power then it is equally 
fitting to think that video games 
have some inherent power of their 
own. Many parent’s are convinced 
that video games will transform 
their children's minds to mush. 
Others fear that video games cause 
delinquency, deviant behaviour 
and even interfere with human 
psychological development. In 
addition, certain theories suggest 
that video games can increase vio- 
lent behaviour and have the poten- 
tial to distort symbols and 
metaphors concerning our world. 
Why did violence play such a large 
role in the video games that were 
first produced? Do video games 
actually alter our emotions and 
sensibilities? 


community. To further emphasize 
the lack of current research, the 
bulk of the information available 
dates from the mid 70s to late 80s 
and cannot take into account the 
new technology recently made 
available to the producers of elec- 
tronic games to enhance the pre- 
sentation of the violence found in 
some of the most popular games 
today. Is the enhanced violence 
having an effect and if so what is 
the extent of that effect? 

Full Motion Video I FMV I 

Computers are still a long way 
from producing convincing photo 
realism but until then, we are 
lucky enough to have the next best 
thing: Full Motion Video (add sar- 
casm here). FMV was full of 
promise to make films an interac- 
tive experience, to give the viewer 
limited control of the film. One of 
the first uses of FMV was inciden- 
tally one of the first games to get 
the censorship ball rolling. Digital 
Pictures’ Night Trap. Night Trap 
was misinterpreted as being an 
interactive horror filled with gratu- 
itous sex and violence where in fact 
it’s no more than a bad B-grade 
teen scare flick with limited inter- 



more advanced, as well as becom- 
ing more violent. The Street 
Fighter series of games gained 
immense popularity in the early 
90s and has spawned countless 
clones trying to cash in on its suc- 
cess. It had wide appeal for its fast 
and frantic gameplay as well as its 
two player head to head feature, 
where players could match their 
skills against each other. Of the 
many clones that sprung up on the 
heels of the Street Fighter series, 
none have been as controversial as 
Mortal Kombat. The Mortal 
Kombat series are among the most 
violent video games ever created. It 
brought a new term to fighting 
games: the Fatality, where you get 



numerous scantly clad women are 
dancing, if you approach them and 
press the space bar you throw a few 
dollars at their feet and say the 
words “do ya wanna dance?” or 
“shake it baby”. If you accidentally 
fire on these helpless women they 
explode screaming in pain. 

Is this form of violence really 
necessary? The Australian govern- 






ment says no and had delayed the 
release of Duke Nukem 3D in an 
attempt to ban it. When it was 
finally released it came with the 
parental lock (an option in the US 
release) permanently turned on. 
The parental lock takes away all the 
blood and gore as well as all 
women in the game. Almost as 
soon as the retail version of Duke 
Nukem 3D was released a hack to 
remove the parental lock surfaced 
on the Internet, some retail outlets 
even offered the disk to customers 
“under the counter” when they 
purchased a copy of the game. 

A game that looks set to cause 
some controversy when released is 
Postal. Developed by “Running with 
Scissors”, Postal looks like being a 
very violent game indeed. Then 
name “Postal" is taken from an inci- 
dent in the US where a postal work- 
er killed 15 of his co-workers in a 
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shooting spree ending with his sui- 
cide. The violent origins of the 
name alone are enough to make 
censors think twice about allowing 
this game be sold in stores. One 
game that has just recently been 
allowed for M A +15 restricted sale is 
Carmageddon. a driving game with 
some rather tasteless features. You 
are given points for running down 
as many pedestrians as you can as 
well as attempting to destroy other 
cars on the road. 

Are violent games dangerous to 
our health ? 

Why do we insist on having such 
high levels of violence in computer 
games? Is banning such games 
unconstitutional? The social accep- 
tance of these issues seem to be 
split right down the middle. 
Television and cinema permit the 


audience a certain degree of attach- 
ment with the medium. The viewer 
is able to enhance their own ego via 
the image on the screen. During 
this process, the media may com- 
municate with the viewer and pass 
along ideas and depictions. Film’s 
enlarged image help engulf the 
viewer’s ego more strongly than 
television. These same principles 
also explain why people become 
involved with video games. 

But, the attachment that video 
games exert on the players is more 
apparent and arguably more 
intense than cinema and televisual 
forms. Players are able to identify 
with super human powers that 
normally lie in fantasy. The video 
game allows the users to directly 
visualize, utilize, and hear these 
fantastic, super human powers. 
Another side effect of video games’ 
ability to tap the players’ uncon- 



scious is known as the “Second 
Self as described by Shelly Turkel. 
The “Second Self’ is easy to spot 
within a gaming environment. 
People tend to move their bodies 
as they manoeuvre their characters 
during dangerous situations. The 
body acts as if it is in the game 
world. Players will also swear or 
yell in excitement as if they were 
speaking to the machine. 

These actions mark a strong 
emotional attachment between the 
player and the game. Furthermore, 
games have the ability to acquire 
all of the participant’s attention. 
Television does not demand that 
the participants devote all of their 
attention. Often, people leave the 
television active while they are in 
other parts of the house, listening 
to the audio content only. If the 
game players divert their attention 
then they will die and the game 
ends. Many games have a pause or 
save feature which ensures that the 
user will come back to play the 
game again if they become bored 
or have to leave. This equates to an 
extension of the player’s extinction 
period associated with the enjoy- 
ment value that the game possess- 
es. Since the game will resume 
from the last position, the user is 


not discouraged by interruptions 
and is rewarded by immediate pro- 
gression to the spatial location of 
the prior game saved. 

A major cultural concern of video 
games is its encouragement of 
individualism and the game’s lim- 
ited degrees of freedom. When 
video games first hit the arcades, 
psychologists claimed that the 
video games were detrimental 
because they demanded a one on 
one relationship with the player. 
The player ignored the surround- 
ings and was entranced by the 
game. Furthermore, the games 
usually had only one participant 
which increased the importance of 
the individual rather than commu- 
nity. Such individualism was 
thought to be antisocial and could 
interfere with child development. 
Ironically, they found that the 
arcade was a social setting. The 


games were usually not accessible 
to players at all times and they 
ended up talking to each other 
while waiting. The advent of home 
video game systems has increased 
these worries once again. 

Now, it is possible for a child to go 
home and play the computer with- 
out a large change of interruption. 
Some children have said that they 
prefer the company of the games 
rather than a human counterpart. 

There are a variety of theories 
about the affects of violence on 
the individual. The arousal theory 
states that a physiological 
response to violence should ini- 
tially increase as one engages in 
threatening experiences. These 
responses are then channelled in 
to the activities that one is 
exposed to. Therefore, a player 
will focus more on the threaten- 
ing activity of the game, the vio- 
lence. Thereby leaving the user in 
a temporary elevated state of vio- 
lent stimulation once he/she 
walks away from the game. The 
social cognitive theory states that 
a person becomes more aggres- 
sive after observing a model who 
is acting aggressively. Later, the 
learned aggression is recalled 
when the individual is placed in a 


threatening environment. The 
psychoanalytic theory of aggres- 
sion says that violence in video 
games serves as a catharsis. One 
relieves aggressive desire via sym- 
bolic killing rather than the actual 
experience. 

Although video games have 
many negative connotations, the 
games have been seen in positive 
light as well. The author of Mind 
and Media. Patricia Greenfield 
says, “I am convinced that the 
people who criticize video games 
do not understand what the 
games involve”. Greenfield states 
that video games require the play- 
er to develop a strategy based on 
observation of the situation. He 
uses the example of Pac-Man. 
Each ghost has a distinct person- 
ality and will react differently in 
given situations. The instructions 
do not tell this to the player. It is 


the player’s duty to figure this out 
and use it to their advantage. 
Greenfield relates the process of 
playing a game to the advanced 
computing method known as par- 
allel processing. Parallel process- 
ing is a method by which two or 
more computers work on multiple 
tasks. The results are then used in 
the final stage of problem solving. 
Video game players take several 
inputs and formulate a result 
based on them like a parallel com- 
puter. Usually, there are more 
than one enemy on screen and 
usually they surround the protago- 
nist’s computer icon. 

Although video games do offer 
a distorted culture, they do not 
distort culture any more than 
television and music videos. 
Therefore, a large concern should 
not be warranted, as studies have 
shown that television viewing 
goes down proportionally to the 
amount of time a user spends on 
the video game system. The 
claims that violence breeds more 
violence is a seemingly plausible 
and logical notion yet is not sup- 
ported by repeatable evidence. 
Clearly more research is needed 
to determine the affects of video 
games on society. 


Governments around the globe are rushing to 
barricade their borders, dam the flow of foreign 
data, and create a new world information order. 
For good reason: an uncensored Net connection 
can be as deadly to a 20th century government 
as the plague was three centuries ago. 

Declan McCullagh 
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The Sex Factor 

Where high level violence in com- 
puter games may be tolerated to a 
certain extent, acts of sexual inter- 
course, simulated or otherwise, are 
seen in a totally different light. At 
this point in time, you cannot walk 
into a computer game store and 
pick out the latest interactive sex CD 
ROM. Computer game and multi- 
media CD ROMs adhere to a set of 
guidelines as set by the Office of 
Film and Literature Classification. 
Any CD ROM that includes simu- 


Valerie hit the streets and stood out as 
being one of the hottest CD ROMs of 
its time. Valerie is a rather voluptuous 
computer generated bimbo that the 
player has to “stimulate" in order to 
earn points. The sequel boasts the 
title of being the best selling adult 
computer game of all time and has 
won awards for best animation and 
graphics. The creators of Virtual 
Valerie. Reactor Inc. specialise mainly 
in erotic multimedia and are at the 
forefront of their genre. Reactor Inc. 
have also released a full computer 



“If you are afraid to exercise your freedoms, 
you have already lost them 
“Free speech only means something when it 
permits speech that is offensive.” 

- Anon 


lated or explicit depictions of sexual 
acts between consenting adults is 
Refused Classification. Although 
sexually explicit games are restricted 
in Australia, you can find them in 
various adult bookshops. 

Some of the most popular (but not 
entirely explicit) sex games are the 
Leisure Suit Larry series. You take 
control of Larry, a sleazy single white 
male bachelor whose only ambition 
is to score chicks (sounds like some- 
one I know). Although the subject 
matter may not appeal to everyone 
(especially women), Leisure Suit 
Larry is a lot more tasteful than your 
average sex orientated game. The 
first incarnation of the game “Leisure 
Suit Larry in the Land of the Lounge 
Lizards" was voted “Best 
Adventure/ Fantasy Role Playing 
Game of 1987”. The latest Larry 
adventure “Love for Sail” uses the lat- 
est FMV technology to put the player 
on a cruise ship called the “PMS 
Bouncey". Larry 7 gives the player 
the chance to put their own face and 
voice into the game and comes with 
scratch and sniff cards which allows 
you to smell your surroundings. 

Larry has been entertaining lone- 
ly men for over ten years now and 
shows no sign of stopping. 

In 1990 a game called Virtual 


rendered comic book of the soon to 
be released game, Donna Matrix an 
adult computer game in which play- 
ers serve a robotic dominatrix in a 
futuristic world populated by artificial- 
ly intelligent sex toys. 

Unfortunately, thanks to 
Australia’s censorship laws on com- 
puter games. Virtual Valerie and her 
friends may never make it to our sex 
starved computer screens. ;-) 

It's natural... 

As we all know, sex is a natural 
part of life and should not be sup- 
pressed by any government. The 
decision not to include <R>i8+ 
when rating games does not seem 
to work in the favour of responsi- 
ble adults. The Australian govern- 
ment seems to take the stereotypi- 
cal view on computer games as 
being primarily produced for 
minors, hence the lack of a suit- 
able ratings system. If you would 
like to voice your opinion on com- 
puter game censorship, you can 
contact the Senior Censor for 
Computer Games at the Office of 
Film and Literature Classification. 
http://www.oflc.gov.au/ 

Level 1, 

255 Elizabeth St 

Sydney NSW 2000 Australia 


Computer came 

CLASSIFICATION 

in Australia 


The Computer Games Classification 
Scheme was inaugurated in May 
1993. Games and images for 
sale, hire or arcade use are 
subject to classification 
against an agreed set of 
guidelines. Consumer 
information is displayed 
on packaging and advertis- 
ing. Here is a listing of all 
computer game classifications. 




Classification 

Board 



General, suitable for all persons under 15 years. 

Suitable for all ages Suitable for the youngest child and should 
not require parental supervision. 


Suitable for persons under 1$ years but may not 
mam a ft a be appropriate for younger children under 8 
l ■ J years who may have difficulty distinguishing 

between fantasy and reality. Material in this category would contain ele- 
ments which might disturb or distress very young children. Elements war- 
ranting this category would include depictions of unrealistic or stylized vio- 
lence even where considered mild. Mild horror or potentially frightening fan- 
tasy characters or situations. The mildest expletives, but only if infrequent. 


m m gM ^m Suitable for persons 15 years and over. This mate 

Ml MM f rial would contain elements which might disturb, 

m harm or offend those under 15 years to the extent 
that it is recommended for use by those 1$ years and over Depictions of realistic 
violence of low intensity (eg. punches, kicks, blows to realistic animated charac- 
ters or real-life images). Supernatural or horror scenarios, but not if graphic or 
impactful low level coarse language, but not if excessive. 


m m gm mm May not be sold, hired or demonstrated to per- 

IWa M sons under 15 years. 

1 Restricted to those is years and over. 
Depictions of realistic violence of medium intensity (eg impactful punches, 
kicks, blows and blood-shed to realistic animated characters or real-life 
images). Graphic or impactful supernatural or horror scenarios. Strong sexu- 
al references. Use of frequent crude language, but not if excessive, unduly 
assaultive or sexually explicit. Nudity, including genital detail, but only if 
there is a ‘bona fide' educational, medical or community health purpose. 


jp ■■■ ■ a| m jb Material which includes any of 

P M M. m M 1 1 ,he * 0,,owin 8 wil1 b* reJu ^ : 

" * ™ Violence: depictions of realistic 

violence, even if not detailed, relished or cruel, extreme horror scenarios or 
special effects, unduly relished acts of extreme violence or cruelty. Sex: 
nudity including genitalia unless there is a bona Fide purpose, simulated or 
explicit depictions of sexual acts between consenting adults, any depiction 
of sexual violence or sexual activity involving non -consent of any kind, 
depictions of child sexual abuse, bestiality, sexual acts accompanied by 
offensive fetishes, or exploitative Incest fantasies. Use of sexually explicit 
language. Detailed instruction or encouragement in matters of crime or vio- 
lence. the abuse of proscribed drugs, depictions which encourage the use of 
tobacco or alcohol, or which depict drug abuse, depictions which are likely 
to endorse or promote ethnic, racial or religious hatred. 







Hundreds of years 
have passed since 
humanity was nearly 
totally decimated by a 
cataclysm which 
destroyed civilisation 
on Earth. The new 
society was tribal, 
forced to live in 
Medieval conditions 
once again. Made up 
of clans allied for or 
against one another 
on hostile ground.... 
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CARMAGEDDON 

Pedestrians, you have one minute to reach minimum safe distance... 


C armageddon is based 

around the premise of a dri- 
ving-combat stunt game 
show style thing, which has contes- 
tants doing their darndest to win 
with speed, or at least pulverize the 
opposition along the way. 

It is a viciously fast driving sim 
with impeccable physics, brilliant 
artificial intelligence, a superbly 
fluid graphics engine and all the 
invisible elements of fantastic 
gameplay. 

Lookin good... 

This game has to kind of engine 
that, when running at full detail 



you find yourself marvelling at the 
complexity. When you tweak the 
extensive detail settings, you can 
still get a swish frame rate on an 
average machine. The landscape 
employed in Carmageddon is com- 
pletely polygonal, save for a few 
token garnishments which are 
your single sided trees and bound- 
ary poles, etc. Each lip of each 
curve in the road is factored into 
your world. Even the spray of 
metal debris which scatters when 
you tank into an opponent at 
i4omph is gorgeously 3D and 
interspersed with bright sparks. 

Not to mention the awesome dis- 
tortion effects applied to the cars as 
they take a pounding... If the 
“Cops” manage to corner your car 
in this game, the resultant boister- 
ously warped shapes are truly 
incredible, each panel twisted into 
toffee in full bezier-curved 3D. 
Obviously the visually trashed sec- 
tions of your car relate to damage 
of the internal components resid- 
ing within: e.g. tyres, steering col- 




umn, drive train, gearbox etc. 
Which naturally has specifically 
detrimental affects on the car’s 
manoeuvrability. 

The scale of the cars you control 
in Carmageddon is fat, fresh and 
funky. Instandy controllable, they 
are easy to get used too, with a gen- 
erous turning circle and auto gears 
(auto-reverse!), but still require 
finesse to master at high speeds. A 
few cool tricks like the wheel orien- 
tation not re-centering at low speeds 
make keyboard play that much easi- 
er. Not to say that 
you shouldn’t play 
with a joystick, 
though, of course! 


instance (especially during skid- 
ding and high speed stacks). You 
will find yourself applying real- 
world techniques to save yourself 


Real-enough 

handling 

Carmageddon ’s 
physics are ultra 
real. Well real 
enough to still be 
fun. Certainly as real 
as something like 
Sega Rally, for 


The best part of the game - trashing other cars 











Malicious Al that's just as insane as you are 


Cunning Stunt Bonus 

The outrageously defiant stunts 
that you pull off without smashing 
every panel on your car and still 
driving away are awarded a 
“Cunning Stunt Bonus”, or an 
"Extra Style Bonus”. You usually 
have fair knowledge of these feats, 
because the in-cockpit facial 
expression of your player’s charac- 
ter whoops and yeehas with joy. 
Similarly, they shout, yelp and 
bounce their helmet off the dash- 
board during smashes. 

The terrains in which you race 
have great variety, with an odd 
futuristic feel. In the City zone 
you are driving through a crowd- 
ed concrete metropolis, another 
has you hooning through 
drainage tunnels in an aban- 
doned industrial factory, and var- 
ied others including the generic 
snow zone and some excellent 
semi-submerged driving which 
has a modelled feel all it’s own. 


With bonuses like this, it has to be an English game 


Pedestrians, cows and the law 

A much-publicised aspect of 
this game involves the somewhat 
pointless inclusion of pedestrians 
on the racetrack as a form of 
humorous fodder. Depicted in 
simplistic 2 D bitmaps, employing 
repetitive sounds and exploding 
into ridiculous messes when run 


over, they are hardly anything to 
shout censorship about. The 
developer’s intention was proba- 
bly to fill the quiet sections of the 
game with some form of activity. 
On the contrary, the game suffers 
for their addition, as 
much for the annoy- 
ance they add to 
gameplay as the bad 
publicity it has 
stirred up in the 
media. 


The pedestrian- 
killing function of 
the game can be dis- 
abled with a single 
keypress (F6). 

The music 


employed in the 
game is a predictable 
heavy-metal kind of 
deal, but the surpris- 
ing part is the quality 
of it. It is actually 
pretty good, as far as 
these things go. 

Carmageddon 
incorporates the best 
elements of the best 


and minimize the consequences as 
your world turns into rollercoaster 
high velocity hell. Your rotational 
impetus in any given direction con- 
tinues to influence your vehicle as 
you fly off jumps and score major 
airtime. More often than not, this 
lands you on your roof, if you don’t 
drive in moderation! 

The Artificial Intelligence in 
Carmageddon is a whole big rub- 
ber ball of fun. A variety of origi- 
nal and good ideas that make the 


Realistic driving model & dynamics 


enemy computers more human 
basically involves intentionally 
making them a little bit stupid. In 
lesser driving games Non-Player- 
Characters that get angry, point- 
edly pick on other players, and 
don’t hang around where the 
action is really look wooden com- 
pared to what Stainless Software 
came up with. These players are 
opportunists. If they are in front, 
and nobody turns up for an appre- 
ciable amount of time, they get 
bored and wait for 


someone to arrive 


who they can pick a 
fight with. One of 
the many unpre- 
dictable things I 
have seen them do 


is to turn around 
and run headlong 
into the pack as it 
caught up, apparent- 
ly just for the chaos 
it creates! 




www.sci.co/carmageddon/ 
Still to come... 

36-tracks, multiple cars to 
play with, SVGA modes. 
3Dfx and Rendition 
support, probably not 
Direct 3D - Yeahh! 
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racing games released to date. It is 
a dream come true for hardcore 
racing heads, and will probably 
provide the benchmark for drive- 
combat games for years to come. 

Eddie Dawson 
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For 


Driving/Combat 

1-8 

Stainless Steel/SCI 

$89 95 

MA15+ 

Now 

You can drive 
absolutely any- 
where. Fantastic 
graphics engine and 
near-perfect game- 
play complete the 
puzzle. 


Against Levels can take a 
boringly long time 
to load, and the 
pedestrian’s scream 
sample can really 
get on your nerves. 
Considering these 
are the only things 
wrong with it, why 
hesitate? We cer- 
tainly wouldn’t! 

Meed Pentium 75, 16 Mb 
RAM, 40Mb HDD 


Wont 


Pentium 166+, 

32Mb RAM, 200 Mb 
HDD, 16 x CD 
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LITTLE BIG 
ADVENTURE 2 


Cute and cool are usually mutually exclusive, in life and in 


games. Here’s an exception. We all love Twinsen and so will you. 


T winsun is a magical world 
populated by cute talking 
elephants, neurotic rats and 
the occasional camel or two. In this 
world lives Twinsen, the erstwhile 
hero of this rather large adventure 



M |ust show us to the bathroom. 
Rat boy M 


game. Those of you who played 
and enjoyed the original Relentless 
will no doubt have been looking 
forward to the sequel for some 
time now and you won’t be disap- 
pointed with it either. 

The story starts with Twinsen’s 
friend Dino-Fly getting a bit of shock 
treatment in a thunder storm and 
crash diving into the nearest lump 
of rock. From here on it’s up to you 
to find a cure for poor old Dino, 
even if it means travelling half way 
‘round the world and back again. 

The many moods of Twinsen 

The interface will be familiar to 


pEB 


former Little Big Adventurer’s, 
with a control setup based entirely 
on keyboard input. Your alter ego 
Twinsen has four different moods 
or states, each with its’ own special 
moves and abilities. In the normal 
state he walks and talks, pokes, 
prods and activates things with a 
bash of the space bar. In ‘sporty’ 
mode Twinsen runs, hops and 
jumps. ‘Aggressive’ mode gets him 
all hot and bothered, throwing wild 
punches and kicks into the air and 
then there’s the cautious mode 
where he sneaks, peeks and slinks 
around as quietly as possible. 
Sounds like all the Spice Girls 



“I have some nice rubbing lotion** 








“Nice frock. Bozo” 


I wonder if Mrs Sneed is waxing 
her legs tonight” 

rolled into one, doesn’t it? It’s a 
neat system, as it negates the need 
for millions of keyboard com- 
mands, with all your actions being 
done with the direction keys and 
the space bar! 

The world of Twinsun is a very 
pretty place, containing some of 
the nicest graphics I’ve ever seen 
in an adventure game. There are 
four different camera views to take 
it all in with, and most of the time 
the automatic camera change func- 
tion does a good job in letting you 
see what’s going on. Occasionally 


It’s the too familiar “sure I know 
how to help you out but first do 
this for me” And then when you go 
to do whatever that was. you end 
up with someone else saying "sure 
I’ll help you out with that but 
first...” It makes you want to be 
able to slap them around a little. 
The only other negative point to 
mention is the severe lack of vari- 
ety in the character voices. All of 
them sound like they've been done 
by the same person putting on 
slightly different silly accents each 
time, and it does get a bit tedious 
after a while, but it’s only a minor 
problem really. 

All up I can say with confidence 
that cutesy adventure lovers every- 
where will be overjoyed with Little 
Big Adventure 2 and should have 
lots of fun playing it! 

George Soropos 


manual adjustment is necessary 
though, to stop yourself from run- 
ning off a cliff or jumping down a 
giant spiders throat. It’s also 
important to look around carefully 
when trying to solve puzzles as the 
solution can be right under your 
nose without you easily realising it. 

The animation of the characters 
is also top notch and one of the 
highlights of the game. Each differ- 
ent character has there own move- 
ments and there own place in the 
world, from the girl in the local bar 
who dances with you when you put 
money in the juke box to the 
garbage can snipers on Desert 
Island, and it all helps draw you in 
to the game designers reality. 

Some of you may be a bit over- 
whelmed by the cuteness of it all 
but I guess if you’re a death or 
glory gamer you won’t be buying 
this anyway. 


some things can only be done 
when you sneak or jump. The 
other thing to remember is that 
your magic ball has a different tra- 
jectory in every different state and 
sometimes you have to try each 
one to find what you need. When 
you’re in aggressive mode your ball 
thingy flies straight and fast (good 
for fighting), when you’re in 
sneaky mode it goes high and 
short (good for getting over walls 
and triggering switches) One 
annoying little cliche in the game 
is the structure of the quest itself. 


Puzzles and prob- 
lems 

From an adventur- 
ers point of view any 
game lives or dies by 
the difficulty and 
nature of its’ puzzles 
and the designers of 
Relentless 2 have 
managed to keep the 
balance they attained 
in the first title pretty 
well. It’s important 
to approach situa- 
tions using all your 
different states as 


M Sure the houses are small, but 
they're cheap” 


Beware the scary-mask-door 


“If I could talk to the animals...” 
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Adventure 
1 

Activision 
$89-95 
TBA 
I Now 

For Great graphics and 
animation together 
with bundles of 
charm and playability 

Agoin§t Audio can be tiring 
with the same 
music and character 
voices carrying right 
through the game 

Weed P90, 16Mb RAM, 4X 
CD, Win 95 or DOS 

Wont P133, 8X CD 


Plus 


www.activision.com 











X-GOM Apocalypse. 

It’s heeeere... For the next few months the streets will be free of 
socially-challenged nerdyfreaks (you know, me, you, everyone cool you 
know...), because they’ll all be inside playing X-Com Apocalypse. 






A combat scenario editor is 
available that allows you to 
setup a single skirmish 
between different teams 
comprising of Aliens, X-COM 
Agents and even different 
security forces that originate 
from Mega- Prim us. Great for 
practice. As a bonus Hotseat 
Play has been included so 
as to get your friends in on 
the action. 


A huge and useful array of options, weaponry, 
tactics and technologies. Enough depth to keep the 
most anal gamer happy, as well as action a-plenty 


imam t M/roGAiinon 


S een the sun come up once too 
many times whilst playing 
Civilisation 2? Did Master of 
Orion 2 transform you into a social- 
ly redundant Caffeine addict? If you 
are nodding your head at this point, 
feel welcomed into the Microprose 
“Oh crap, is that the sun already!” 
club. While X-COM Apocalypse is 
the latest in Microprose's blatant 
disregard for your healthy sleeping 
pattern, it is also number three in 
the popular X-COM UFO series. 

The first two X-COM games had 


you managing a crack squad of kick 
arse people who’s job it was to pro- 
tect Earth from an insidious Alien 
invasion. X-COM Apocalypse puts 
you back in charge of a counter 
Alien insurgency unit and things 
are as hairy as ever. 

In the city 

This time around your X-COM 
organisation is guarding the 
Metropolis of Mega-Primus. It’s a 
huge city densely 
packed with sky- 
scrapers, freeways, 
hover cars and the 
occasional 
Dimensional Portal. 
These Portals are the 
entry point for an 
ever escalating alien 
force hell bent on 
taking control of 
Mega-Primus. 
Starting off with a 
small base located 


Sometimes blowing everything up can help flush 
out the enemy 


within the 
confines of 
the city, you 
must investigate and hamper the 
aliens at every turn. While kicking 
some alien arse is central to the 
theme, the beauty of Apocalypse is 
how extensive management of 
your team and it’s resources plays 
such an important role. Scientific 
Research, weapon and vehicle pur- 
chasing are all important areas that 
require careful attention. You have 
to also play the role as Architect in 
determining the future needs of 
your base. For example building 
too many science labs might allow 
you to speed up your research, but 
might not allow room for that 
Alien Containment Facility that 
might be needed down the track. 

Hiring and firing of staff, keep- 
ing your agents brimming with the 
latest weapons, researching that 
new Alien gizmo that you have 
acquired... there is so much to do. 


can be blown up...with 
nasty consequences 


PC[RiJ550il^ 







All of these manage- 
ment details avoid 
becoming a chore as 
they expand and 
change as the Alien 
threat becomes more 
intense. 

level design X-COM groupies 

were initially upset in 
hearing that defense 
of the entire world had been “Scaled 
down” to a city. The good news is 
that the city not only contains a 
large diversity of combat areas (cine- 
mas, warehouses, police stations 
etc) but contains some interesting 
features that bring a new level of 
strategy to X-COM. You must con- 
tinually monitor all of the Govt 
agencies, organised crime syndi- 
cates, religious cults and numerous 
other groups that co-exist within the 
city. Most groups will not have an 
affect on your operations one way or 
the other. Some are very important 
though and must be kept on side. 
Lacklustre performance in city 


defense will have the ruling senate 
cut your funds. If the Aliens infil- 
trate the ranks of Megacorp, your 
weapons supply could be affected. 
Some groups such as the Cult of 
Sims are Alien lovers from the 
beginning and will be hostile to 
your actions early on. This hostility 
can have you raiding their buildings 
and stealing equipment, or conduct- 
ing a front on assault with your mis- 
sile laden hover vehicles, just watch 
out though, as for some reason the 
local constabulary don’t often like 
missile attacks on civilian buildings. 


Real-time combat 

It’s not long into the game and 
things turn nasty. The Aliens 
employ a few strategies in attacking 
the city. UFO assaults which require 
some good old air to 
air combat between 
your vehicles and 
the Alien’s equally 
dangerous craft. 

This ship to ship 


combat was a fairly simplistic affair 
in the previous X-COM games. This 
time around it's all real time, with 
missiles and beam weapons streak- 
ing across the city landscape. 

Buildings get caught in the crossfire 
(which can cause bad relations with 
the owners), and general havoc 
always ensues. Strategists need not 
fear, it's not a frantic mouse dick- 
fest. There is a pause feature and ^ 


Play in either real-time or turn- 
based. Very cool 


Cool looking vehicles, and excellent 


Plus 


www. microprose, com 


Just the kind of aircraft you need to pop down to the local 7-11 for a slurpee 


PCRimilFt^ 
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These arc only a few of the exotic 
Inter-dimensional scum you shall 
meet. Keep in mind that the aliens 
seem to take over humans as well, 
trust no one... 


n 


Alien Infantry -Carries weapons 
and is the most humanoid of the 
Alien army. Standard grunt soldier. 



The Brainsucker -Oh how you will 
learn to hate these cretins. They 
slither up to you at fast speed, 
attach to your troops and cause 
the victim to act irrationally. 
Acting irrationally and being 
armed with a mobile rocket 
launcher... it ain't pretty. 



Spitter -Yes they have no head, and 
are very ugly. They compensate by 
having a close to medium range 
spit, that is predictably highly toxic. 



Runner -Specialises in running 
straight for your squad and explod 
ing. Stay clear of this guy, his 
method of hello can be deadly. 


^ you basically give your vehicles 
orders regarding their type of attack, 
and watch them carry it out. Soon 
enough though it’s time to break 
out the weapon cabinet and respond 
to “Building Alien Alerts”. This is 
where the “Bug Hunt” begins, be 
afraid... very afraid. 


M&UK Alt’ UA££I 0 £ 




Let slip the dogs of war...and the odd incendiary grenade or five 




The trademark of the previous 
two X-COM games was the turn 
based system of combat. It supplied 
lots of tension and excitement and 
Apocalypse certainly maintains this 
tradition. The big differences on 
offer here are SVGA graphics and 
more accurate building physics. No 
longer do objects hang in the air if 
their lower support is destroyed. 

For those new to Alien busting the 
X-COM way, here is the basic run- 
down. Each squad member has a 
certain number of action points 
that get replenished at the begin- 
ning of each turn. These points are 
spent by moving, firing, loading 
weapons etc. The idea is to explore 
each building and flush out the 
aliens using line of sight and your 
squad’s position to best effect. The 
aliens are a deadly lot and apart 
from the obligatory laser weapons, 
have such unsavory habits as 
launching Brain Suckers at your 
team members. Luckily you can 
reply with everything from Mini- 
guns to rocket launchers and even 
Psychic attacks. 


...Or turn-based 

There is the option 
to play out your gun fests in real 
time, and it tends to play like a 
more complex version of Syndicate, 
but it’s far removed from the clas- 
sic X-COM style. Playing in turn 
based mode allows you to set up 
covering fire, sniper positions and 
generally more devious attack 
plans. The element of tension is 
not quite there in real time, but 
some may prefer its faster pace. It’s 
purely a matter of taste, and kudos 
to the producers for giving us an 
option of playing with either turn 
based or real time formats. 

Microprose have really delivered the 
goods with UFO Apocalypse. The 
near perfect balance of financial/base 
management and tactical combat 
seen in the earlier games has been 
maintained. The city setting works 
wonderfully as the ever changing pol- 
itics adds a whole new playground 
for you to get involved in. There are 
so many features and strategies to 
Apocalypse that it is a continual 
learning experience. Your first few 
games will see you experimenting 
with different finance and research 



The same kind of interface as previous X-Coms, with plenty of additions 


strategies. Long term plans will con- 
tinually be challenged as new situa- 
tions are forever popping up. How do 
you deal with that new type of Alien 
Assault craft? What will be the conse- 
quences of the alien infiltration of 
your main weapons supplier? Will 
you take on the Organised Crime 
gangs, thus restricting their, influ- 
ence? A compelling strategy game 
that is solid all the way through. 

Peter Sharpe 
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Publisher 

Price 
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Available 


Strategy 

1 

Microprose 

$ 89-95 

TBA 

August 


For Gameplay that has 
more strategic depth 
than the proverbial 
Pacific Ocean. Alien 
autopsies, hover 
cars, big guns and 
dimensional doors... 
what a great combi- 
nation. 

Against Keeping track of 
finances, weapons 
supplies, personnel 
etc can be occasion- 
ally overwhelming. 
The aliens look too 
“Blobby” and indis- 
tinctive. 

Need 486DX/66, 16Mb 
RAM, Quad Speed 
CD-ROM, DOS 5.0 

Wont P90, 16Mb RAM 
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CONSTRUCTOR 


Ever wanted to be the 
landlord from hell? Then 
Constructor might be 
the one for you... 





Y ou might be excused from 
thinking that the God-sim 
genre has been pretty much 
exhausted. They’ve been around in 
heaps of different incarnations for 
ages now, and while they do tend to 
appeal to certain types of people (like 
me) they can start to look a little 
tired at times. Constructor, pub- 
lished by Acclaim, looks anything 
but tired in either concept, design, 
or feel, or anything else you’d care to 
mention. The graphics are slick and 
very cute, and the interface is simple 
yet functional with a good variety of 
options and menu functions. 

They’re generally fairly labour-inten- 
sive games in this genre, however, 
and require a great deal of applica- 
tion from players. As a player, you’re 
going to want a decent reward for all 
the time and effort you spend build- 
ing up your empire, and in this case 
Constructor plays off in spades. It’s 
a good ‘un, let there be no doubt 
about that. 

At its heart, Constructor is an 
empire building strategy sim where 
the aim is to control as much hous- 
ing as possible whilst (and here’s 
the good part) keeping your opposi- 
tion occupied by sabotaging their 
buildings and intimidating their 
workers and tenants. I can remem- 
ber playing a game of networked 
Transport Tycoon with a friend of 
mine a while ago, and while it was 
good fun building up an empire for 
a long long time, the best parts 


While it’s fun building up your residential empire, it’s even more fun watching it all come crashing down. 


where when we both got a little 
spiteful and started sabotaging 
eachothers facilities - he would start 
a train station, and I’d buy up all 
the land around it, wasting his 
money, time, and leaving him with 
heaps of stranded passengers wait- 
ing at his station who of course 
decided that they hated him. It was 
great fun... except of course when 
the retribution strike came and he 
did the same thing to me, that is. 
Anyway, my point is that being a 
bastard (or a bitch) is fun, and a 
personality trait that should be exer- 
cised in computer games at every 
available opportunity. The people 
who have constructed Constructor 
know this, and have 
included a multitude 
of ways to screw with 
your competitors, 
either A I or flesh, 
which elevates the 
game from being 
‘good’ to being 
‘bloody great fun’. As 
the game progresses, 
more and more 
‘undesirable’ build- 
ings become avail- 
able to you. Once 


built, they house 
people (or ghosts, or 
monsters, or 
deranged killer 
clowns, etc) that can 
be sent towards your 
unfortunate opposi- 
tion to raise some 
hell when given the 
right cash incentive. 


4 ways to play 

There are four a„ 

mission objectives 
available to you; financial con- 
quest, world domination, ego 
mania, or universal utopia. The 
first requires you to make a cer- 
tain amount of money in a certain 
amount of time (neither of which 
is specified, unfortunately), the 
second requires you to have prop- 
erty in every town on the map, Ego 
mania is where you build every 
type of building available (there’s 
around fifty in total) culminating 
in a pyramid dedicated to your 
memory. The fourth and the hard- 
est, universal utopia requires you 
to build every building in the 
game, have them all occupied and 
to have everyone in them happy - 


unnervingly quiet day in the ‘burbs. 

which isn’t an easy task at all. No 
matter which option you choose, 
the tenants will be a fickle bunch. 
First of all, you start off with a 
couple of foremen, some workers, 
and two repairmen. After building 
your first building, the wood facto- 
ry, with one of your foremen and 
his troop of men you’ll be able to 
build some housing. Because it’s 
early in the game, you’re only 
allowed to build slum level hous- 
ing, and only tenants one step 
above squatters will be available to 
you. After one house of each level 
one design has been built, it’s 
time to move to the next level, but 
level two housing requires con- 











If things are running a little too smoothly for the competition, send a group of thugs their 
way to cause a little trouble. 


crete, so you need to get the fore- 
man and his gang to build a 
cement factory. Then there's the 
organisation of your tenants. 
Though you start off with a decent 
amount of money, it will run out 
fairly quickly and your tenants can 
either produce workers, tenants or 
pay rent. Paying rent improves 
your financial situation, but you 
need to have more workers to 
work in the factories, and tenants 
to live in your newly built houses, 
so it's a bit of a juggling act. 

And if you think that sounds diffi- 
cult, as the game progresses, more 
and more options become available. 
Apart from the four factories (wood, 
cement, bricks and steel) you’re also 
going to have to build a gadget facto- 
ry. This is where you can build com- 
puters, burglar alarms, storm shut- 
ters and plenty more. Computers 
allows for the children of the tenants 
to educate themselves better than 
their parents, so a level one tenant 
can produce level two offspring, 
moving up the social ladder. For the 
tenants to be in a ‘productive’ (nudge 
nudge wink wink) mood, they have 
to be happy, which means you’ll 


probably have to shell out for some 
home improvements, either in the 
form of improved bedrooms, toilets, 
lounge rooms, kitchens or fences, or 
even adding a tree or two in the back- 
yard makes them happier as well. 
Being tenants though, they will grad- 
ually destroy your house, which 
means you’ll need to have a repair- 
man doing the rounds to keep up 
maintenance. So, you’re trying to 
build bigger and better houses, with 
better and richer tenants, while pro- 
ducing enough workers to create 
workers and maintenance men as 
well as a next generation of tenants 
(they have a nasty habit of dying 
occasionally), while all the time you 
also need to watch your money situa- 
tion - it’s vital to keep a steady 
income to offset your outlay for the 
building of new houses and facilities. 

The good bit - being a prick 

Then, on top of all this, the nasties 
are one of the most important parts 


of the game. As the 
game progresses and 
your buildings 
improve, you can 
choose from building 
a commune (for hip- 
pies). a pawn shop 
(for burglars), a ghost 
house (for, er, ghosts), 
a carbuncle (high rise 
housing project for 
thugs), an arcade park 
(for a demonic clown), 
a biker bar (for insane 
bikers), a DIY store 
(for a malicious Mr 
Fbdt). These are with- 
out doubt some of the 
funniest, coolest, and best parts of 
Constructor. The thugs get my vote 
for the most hilarious undesirable 
elements in the game - you can send 
them to someones’ house to throw a 
rave party...while the original occu- 
pants are still there. So off they trot, 
chanting ‘oi! oi! oi!’ along the way, 
and when they get there they just 
run amok, throwing garbage bins 
around and just generally destroying 
everything in their path. Great fun! 
Mr Fbdt is pretty cool too, he pops 
around to an opposition owned 
house and ‘fixes’ the electricity, water 
or gas, which results in either the 
house burning down, getting 
swamped with water, or blowing up. 
Then again, the insane Bikie isn’t 
bad either, one of your options is to 
send him over to an opposition 
building site and get him to scare off 
the workers there. He just saunters 
in to the site and then gives one big 
roar, and all the workers scatter - very 
amusing. 



www. acclaimnation. com/c 
onstructor/construct. html 



Every decent neighborhood needs a little mob influence... 




It’s made by an English company, 
and all the character voices are done 
in english accents, right down to the 
repairman who, should you sum- 
mon him, might respond with an 
aggrevied ‘fookin ‘ell!’. The whole 
game, though, is great once every- 
thing is put together. It's got bucket- 
loads of depth, it’s very well bal- 
anced, is multiplayable, requires a 
great deal of strategic planning (I 
actually played it with no competition 
just to have a look, and even so it 
became so complicated I could hard- 
ly keep up), as well as bucketloads of 
humorous interludes which form a 
valid part of the game and are pretty 
bloody funny too. Simply, it’s a very 
well conceived and produced game 
that will keep you coming back for 
more time after time - especially if 
you can find some people to multi- 
play with. Being a complete bastard 
has never been more fun. 

Gareth Jones 
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Real Time Strategy 
Empire Building 
1-4 

Acclaim 
$TBA 
TBA 

Now 

r Excellent combina- 
tion of real time 
strategy with 
humour and depth 
of gameplay. 
Excellent graphics, 
plenty of replayabil- 
ity, and it*s multi- 
player too! 

Against Only the one city 
map is used, which 
degrades replyabili- 
ty a little. Could 
have done with a 
few more details 
about your status, 
and the Al cheats a 
little, too 

Heed 486 DX2/66, 

8Mb RAM, 
DOS/Win95 

Want P100, 16Mb RAM 
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SHADOWS OVER RIVA 

Why are we so hard to please these days when it comes to RPGs? 

Why is Shadows Over Riva suddenly looking so good? Read on... 




at least. However, Shadows Over 
Riva (you knew I'd come to it even- 
tually) nearly gets it right. Riva is 
the third in the Realms of Arkania 
series and, after you had reunited 
the tribes of Dwarves and Elves in 
previous games, continues the tale 
of their great war against the 
fiendish, malformed Ores. 


Intelligent A.I. 

Throughout your adventures in 
Riva you control a party (or two par- 
ties, if you split them up) of up to 
seven characters. Unlike so many 
other titles, in which multiple char- 


acters are little more than ciphers 
for a few extra skills (the thief, the 
warrior, the magician, etc), here 
they seem more like genuine peo- 
ple. They chat amongst themselves 
as you wander around, comment- 
ing on some of the features you 
encounter. They do things in differ- 
ent ways, fully utilising their own 
unique talents. For instance, when 
I found and attempted to open a 
locked tomb in the city cemetery, 


Oh cool. Another RPG with semi-naked women. How very original 


W hat do you look for in an 
RPG? Non-fans, presum- 
ably scared of unintelligi- 
ble statistics and frightened off by 
hackneyed fantasy toss, would 
probably just look for the Exit. But 
I consider myself to be a fan of 
RPGs, and yet I’m equally dis- 
turbed by such tiresome D&D trap- 
pings that betray the dice and 
paper origins of the genre. Who 
cares about advancing secondary 
skill levels or encumbrance points 
when there could be ancient arte- 


facts to discover, mystery and 
rumour to unravel, or back alley 
assassinations to perform? In other 
words, why do maths when you 
could be playing a GAME? 

Yes, I love RPGs, but at the same 
time hate the way that so many of 
them contain everything I despise 
about the genre. Daggerfall, for 
instance, is undeniably a massive, 
beautifully presented and engross- 
ing journey, but 99.99% of the 
people you meet have absolutely 
nothing to say and you have to do 


Daggerfall without the dice, and interesting conversations 


stupid things like 
running everywhere 
to improve your 
running skill by a few points. 


What’s an RPG these days? 

So what do I look for in an RPG? 
Basically, I want to feel as if I 
(meaning my character/s) am actu- 
ally living in the game world, rather 
than merely exploiting a few rou- 
tines in a game engine. I want to 
interact with my characters; I want 
them to interact with each other 
and with other people; I want those 
other people interacting with more 
other people! I want a sense of his- 
tory about the game world and my 
characters to share that sense, even 
having a history of their own within 
the world. I want the game to 
appear to have a life continuing 
beyond my participation with it. 
And I don’t want to know that 
Rk’Bellxi the Wizard can’t cast 
Paralyse because his Spell Points 
multiplied by Intuition divided by 
Luck isn't greater than the target’s 
Magical Resistance, or something! 

Is this too much to ask? 

Possibly it is, for the time being 


Plus 


www.sir-tech.com 
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Turn-based, grid combat leaves a little to be desired 


Calissa tried to pick the lock, while 
Gorm pulled out a crowbar to 
smash it (sadly it just went 
“Klang!"), before Norat recognised 
it as the protected tomb of a dead 
Elven king and thought it best to 
quickly leave. Each character's per- 
sonality is developed further into 
the game, particularly thanks to the 
cut-scenes if you stick with the 
ready-made characters. 

Speaking of cut-scenes, the graph- 
ics in Riva are fairly sophisticated. 
The lo-res first-person 3D view, 
which normally takes up about a 
third of the screen (although this 
can be switched to full-screen), is 
quite good, but not on a par with 
Daggerfall. This is especially appar- 
ent when you realise that you never 
see anybody else walking around. 


All people and monsters are “stum- 
bled upon”, seemingly appearing 
from out of nowhere. It can occa- 
sionally be a bit disconcerting, but 
the wide variety of people you do 
actually meet more than makes up 
for any failings in their visual rep- 
resentation. Again, like the charac- 
ters in your party, these people 
have real personality, a fact empha- 
sised by the way they don’t rely 
upon stock replies in conversations. 
Sure, they often say similar things, 
but always in a new way. And 
everyone has something to talk 
about, sometimes too much. 

Novice Pride 

One thing there isn’t too much 
of, however, is the dreaded statis- 
tics. Obviously it’s all there if you 


want it, if that sort 
of thing turns you 
on. But for most 

gamers, though, the Novice mode 
is the way to play. It’s not Easy, it 
just means you don’t have to con- 
cern yourself with the more 
tedious aspects of character “man- 
agement”. In other words, it does- 
n’t so much reduce the level of dif- 
ficulty as the level of anality. 

Combat is slightly disappoint- 
ing. It resurrects that ancient 
grid, turn-based system which I 
always find a bit fiddly. Here it’s 
worse, as menus and character 
boxes ludicrously obscure the 
play area. Essentially it’s all pretty 
basic stuff, and not all that differ- 
ent to the first Ultima games 
when you think about it. I reckon 


only Heroes of Might & Magic 
has offered a reasonable method 
for handling multi-character com- 
bat. Maybe a real-time Warcraft- 
esque style might be used for the 
next game, eh? 

Also worthy of mention is the 
truly excellent map. It’s split into 
two boxes; one shows the whole 
area, while the other displays a 


CK 13/13 
WO 3/ 9 

cm /e 

OX 14/14 
MG 15/15 
IN 3/9 
5T n /11 



detailed, localised region. You can 
put a little marker on the local map 
and make extensive notes for any 
place of note. Thus, when you 
move the mouse over the marker, 
the notes appear instead of the area 
map. Really, it’s quite the cleverest 
thing I’ve seen in a long time. 

Shadows Over Riva serves up a 
cracking good adventure. Probably 
there are still too many unneces- 
sary numbers for my liking, but 
overall this is tough to fault. 

David Wildgoose 
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RPG 

l 

Sir-Tech 
$99-95 
M15 
Now 

For Great character 
interaction and con- 
versation. Easy con- 
trol system. 
Intriguing plot. 

Against The combat is a let- 
down. Statistics still 
lurk in the darkest 
corners. 

Meed 486/33, 8Mb RAM, 
2 xCD, 60Mb HD 

Want P60, 16Mb RAM 



Look out for the “A touch of Norat” TV detective series coming soon to 7 on Saturday nights 


1 i=i dead elven female is 
lying on tne bed. The body 
. has a deep neck wound and 

is extremely pale. ,JSot a 
drop of blood left inside 
her!" Norat states after a 
thorough examination, he 
looks around inside the 
house. 

„5he must have opened the door to her 
murderer", Norat finally declares. ..There’s 
no sign of a forced entry!” 


Gorm 


Mirena 







OBSIDIAN 

For those that myst out on the most overrated game of all time comes this far superior clone. Enjoy. 


Quick dear, bring the camera. God*s showing off again* 1 



C all me old-fashioned if you 
like, but when it comes to 
adventure games I love a 
good story. Sure, the puzzles are 
important, but not, I would argue, 
as important as the plot. Ideally, 
the plot should create them along 
the way. Designers ought to be 
extracting puzzles from the story 
itself, not merely throwing in, as so 
often happens, these half-hearted 
abstract efforts they thought up 
earlier. And sure, an effective inter- 
face is necessary as well, but yet 
even the most torturous (within 
reason, of course) control can be 
abided if the narrative is gripping 
enough. Equally essential are the 
graphics. Now I’m not so silly to 
suggest that the graphics don’t 
matter - obviously they do. It’s 
more that there always needs to be 


a story that’s worth 
bringing to visual 
life. Pretty pictures 
on their own are 
never satisfying or 
even particularly 
interesting. 


No plot, no worries! 

Basically, for an adventure game 
to be enjoyable and evocative 
(since, clearly, you 
need to feel part of 
the gameworld), 
then there simply 
must be something 
to evoke. And that 
means plot, plot, and 
more plot. 

Everything comes 
from the plot, it’s a 
fact. But the plot 
isn't everything, 
natch. Which is 
where Obsidian 
comes in. Obsidian - 
you’re just never 
going to believe this, 

I can tell - doesn’t 


really have a plot. Damn! 

Nevertheless, I was surprised by 
just how fascinated I became with 
Obsidian’s extremely strange world 
during the few days I spent in its 
company. Instead of a plot, you 
see, what this defiantly Myst- 
inspired game has is more of what 
you might term an “atmosphere”, 
or what I would term a “mood”. 

It’s a mood that unsettles almost 


immediately as you start the game 
in a deserted camping ground. You 
are Lilah Taylor, some sort of 
research scientist specialising in 
nanotechnology (but that’s not 
important right now), and your 
husband. Max, has gone for an 
early morning walk in the woods. 

A few days previously, the two of 
you discovered a curious, glassy, 
obsidian rock, like “black ice”, and 



All the twisted surreal wlerdness of Myst.. .but lt*s actually good 








Bid a fond farewell to the 
Rocket Science people (for 
they created this game, 
but shall make no more) at 
www. ythlevel.com 


Naked Lunch”) with 
whom I played a few 
games. He won’t play 
Hangman because it’s too 
dumb, but he will play 
Hide And Seek, of all 
things. Foolishly, I accept- 
ed, intrigued as to how a 
computer could play such 
an obviously physical 
game. The cheeky bastard 
asked me to hide then press Enter 
when I was ready for him to find 
me. Sadly, it dawned on me frac- 
tionally too late that all he had to 
say was “You’re right there!”. 

Which he did, gleefully. My humil- 
iation complete, I returned to the 
main foyer for a game of Breakout. 
Which I won, ha! 

Obsidian is a tremendously pecu- 
liar game that has intrigued me no 
end. I don’t know what it is, but I 
think I like it. 

David Wildgoose 


Interior decor from an alternate reality. Man 


Wo-oh what a feeling, dancin’ on the 

in the days hence it has begun to 
grow and grow, forming a moun- 
tainous outcropping that casts an 
ominous shadow all around. 

Presently, there’s a scream from 
in the distance - it’s Max! Rushing 
off to assist you soon find yourself 
trapped inside the Obsidian, still 
trying to locate Max, and now faced 
with some of the most bizarre 
sights seen in a computer game 
since the early days of the 
Commodore 64. The latter is the 
significant part - the bizarreness, 
not the C64, that is. Quickly, you’ll 
forget all about finding Max (he is 
only your husband, after all) and 
switch your attention to exploring 
this utterly bonkers place. If there 
is a “quantity theory of insanity”, 
as Will Self proposed, then the rest 
of the world must be sanity exem- 
plified, because, to be honest, all 
the madness is encased within 
these black ice walls. 

Entering the first room, you will 
probably notice that it is a rather 
large rectangular prism, and that the 
floor, all the walls, even the ceiling, 
have plenty of odd-looking objects 
protruding from them. You’ll also 
find yourself in a lift and that the 
only place to go is down. Stepping 


Understanding Obsidian step 1: take lots of drugs 


way to orient the room to enable 
you to reach certain sections of the 
structure comprises a central part 
of the puzzles in the game. For 
instance, in one bit there are some 
golden hand-railings circumferenc- 
ing the area, which seem like little 
more than decoration. Tip the 
room on its side, however, and 
they become a vital ladder that 
allows you to scale some scary 
heights to pick up a precious clue. 

Some further examples of insani- 
ty. There’s the Office of Psychiatric 
Assessment where I was asked the 
question, “Does this picture [of a 
cute dog] remind me of, a) shiny 
blades of grass covered in the 
blood of a strangled witch, or b) a 
freshly baked scone laced with poi- 
son frosting”. Or the sarcastic type- 
writer-computer (like in “The 


ceiling 


out of the lift you approach the 
Information Desk, behind which is a 
robot with a monitor for a head. 
Behind the robot is a statue of Atlas 
(or is it Ahemia?) holding the entire 
world on his shoulders. Turning left, 
you spy a walkway spanning a huge 
row of bookshelves set into the floor. 
You lift a book from the shelf and it 
falls to the... wall. You pick another 
and it falls again to the wall on your 
right. Hmm. You walk to the end of 
the bridge and the 
entire rooms rotates 
so that you are now 
standing upon what 
used to be the wall, 
but is now the floor - 
and you have a pile of 
books at your feet. 

And the bookshelf is 
now the wall. 


Plus 


There be puzzles, 
milord 

Get it? By stepping 
onto the various 
sloped walkways 
around the room, 
you can make any 
wall you wish 
become the floor. 
Discovering the right 
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E5?H5a Puzzle Adventure 
1 

SegaSoft 

$TBA 

TBA 

Now 

r Games don’t come 
stranger than this. I 
believe that is a 
good thing. 

Against Despite being 

spread across 5 CDs, 
it is apparently a lit- 
tle on the short side. 

Meed P90, 16Mb RAM, 
4 xCD, Win95, i6Bit 
Video 

Want A broad and willing 
imagination. 


PCIRsczMfllEE/ 
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G-NOME 

Oh look, another Mechwarrior clone... 

Snap out of it Reader, this one is actually quite good. 


I always thought that a HAWC 
(Heavy Armour Weapons 
Chassis) would be a wonderful 
thing to take on a Sunday drive. 

You know, polish the thing with 
plenty of turtle wax, buff and shine, 
whack on your best frock and take 
to some barren landscape to noisily 
roam where many have roamed 
before. But the problem see, is that 
there is a war on, and these 
machines were primarily designed 
for battle, not cruising. And soon as 
you take a left at that ravine you’re 
bound to get some heavies on you. 
Others speak of politics, treachery 
and the eternal chase for wealth as 
the core of this war. I used to serve 
the military, but opened up a 
quaint little establishment called 
the “Left-4 Dead Cafe” after a little 
incident during my last mission. 
You see, I was deserted - left for 
dead. UIA special forces want me 
back for my expertise and pure skill 
to tip the balance of the war in their 
favour. I, on the other hand, joined 



this war so people like me can take 
a cruise in a four-storey war 
machine to the local spaceport for 
some dim-sum in peace. Either that 
or I’m the strong and silent type 
that does things because there’s 
plenty of biffo involved (a lunatic). 
Maybe I’m in it for both reasons. 

Brilliant missions 

G-NOME is one of the many 
“missed the first boat, but are catch- 
ing up with this nice looking speed- 
boat” titles that come after the first 
big hits in a genre - ie. games that 
are released a year or two later, that 
lack the impact of the original, yet 
contain features and gameplay that 
could almost put their predecessors 
to shame. It’s happened and it’ll hap- 
pen again. G-NOME is a straight out 
mech game in the vein of 
Mechwarrior, with quite a few subtle, 
yet satisfying differences. First off, 
there’s a decent plot that gets you 
involved and keeps you going - not 
spectacular, but then again not as 
predictable as some 
“other" efforts (I real- 
ly tried not to men- 
tion Wing 
Commander here). 
Secondly, there’s 
plenty of big mechy 
things to comman- 
deer - just over twen- 
ty in all - each with a 
different configura- 
tion of guns and mis- 
siles. Thirdly, the 




G-Nome. The game of garden ornament destruction. Maybe 


mission structure in G- 
NOME is beautifully 
thought out, and shows that G- 
NOME team really worked at it to 
push the mech game genre out of 
the “patrol, destroy mech, destroy 
base, patrol” routine that makes the 
norm. Rather than being confined to 
your HAWC, you can jump out of it 
at will, to either shoot it out on foot, 
enter particular buildings, or even 
the enemy HAWC’s themselves. For 
example. The third mission calls for 
you to sneak into a HAWC motor 
pool building on foot and obtain the 
IFF code (a security code) so you can 
join an enemy supply convoy unde- 
tected which takes you directly into 
the enemy stronghold which hap- 
pens to be your primary target. 

Others require the take over of gun 
towers, the lowering of drawbridges 
and the like to progress. The mis- 
sions are also fairly flexible. 

Dodgy A.I. 

The graphics, (optimized for 
MMX) are a treat, even if you are 
still using a fairly dated Pentium. 
The mechs are beautifully rendered, 
as are buildings and installations. 
The music is also of a high standard. 
The HAWC’s in G-NOME, like in 
many mech games, are a dog to con- 
trol though. You can configure the 
keyboard to your hearts content, 
though you’re really going to have to 
invest in a joystick with a hat to have 
a chance in the game (and to better 
enjoy it). The only other real blemish 
is a rather disappointing AI at times. 
In the first mission, I vanquished 
the other HAWC by spinning on the 
spot and blasting at it as it ran cir- 
cles around me. The second mission 
required that I lower the drawbridge 
to enter a hot zone. Entering it all 
guns a blazing, you have a chal- 
lenge. I tried standing on the bridge 
(within radar range of the enemy) 
and blasting each target one by one. 
This worked. Stationary HAWCs 
would ignore the ruckus and leave 
me be. Sigh. 

All in all, an impressive mech tide 
with some interesting features and 
a fresh approach, though let down 
in the AI department. Skewed more 
to the action end of the scale. 

March Stepnik 


Jungle Book meets Mechwarrior 2 


E 


Plus 


http: //www. 7 thieve I. com/g 
nome/index7.htm 
Live chatroom, message 
boards, hints and tips 
and more... 
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Combat Mech Sim 
1-8 

7th Level 
$89.95 
M 

Now 

For Mission structure, 
graphics, sound and 
plot. Multiplayer pro- 
vides a much more 
balanced challenge. 

Against Artificial Intelligence, 
or lack of. HAWC’s 
aren’t customizable - 
what you see is what 
you get. 

Meed P90, 16 MB RAM, Win 
95.4XCD 

Want P166, 32MB RAM, 
6XCD, MMX 













YOU WILL 


NEVER PLAY ALONE 



Pablo, Barcelona 





David, Paris 



Penny, London 



POD is not only the fastest, meanest racing game 
ever, it’s also the first game to harness the incredible 
gameplay and graphics potential of MMX and 3DFX. 
It’s also the only game that allows you to play 
opponents simultaneously using the Internet, LAN 
and split screen. And if all that doesn’t set your pulse 


racing, there’s more. In the future new cars, tracks 
and tournaments will become available for all POD 
players, downloadable from the net along with ghost 
cars and global competitions. No wonder we reckon 
POD will be the first game you’ll never grow tired of. 
Experience POD on line: http://www.ubisoft.com 


& 

G 8+ 

L01IBIL 
ANIMATED VIOLENCE 


Proudly distributed in Australia and New Zealand by: 



Tips and tactics: 
190 224 0527 


Ubi Soft 
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Tom Clancy SSN _ 

Dear god no!!! Not another sub game... Don’t they know these things never work?!! Hang on, what’s 


going on??!! It can’t be? Noooo I’m... I’m having... Fun! 


S SN is based upon a fictional, 
but not unrealistic, crisis in 
the Spratly Islands in the 
shallow South China Sea. You are 
the Captain of an Improved Los 
Angeles Class SSN (Nuclear pow- 
ered fast Attack Submarine) the 
USS Cheyenne. 

The game commences with CNN 
type news coverage that aptly sets 
the scene. Mission Briefings are 
professional and cover Situation 
(Enemy and Friendly), Intelligence 
Reports, Mission, a set series of 
waypoints, then finally weapons 
loadout. Once you are in the game 
proper, it’s a real surprise! No, you 
are not within the sub’s hull inter- 
acting with all the crew by clicking 


Plus 


Additional Reading. I rec- 
ommend reading Tom 
Clancy’s SSN - Strategies 
for Submarine Warfare - 
Harper Collins RRP $22.95. 
This book sets the scene 
for this game, and each of 
the missions are accurate- 
ly described in full 
“Clancy” gusto. It’s kind of 
a cheat book for the game! 


on Con, Engine Room, Map etc like 
you do in conventional sub sims; 
instead you view the sub from 
behind, with all the master systems 
just a key stroke away through 
MFD type displays. I disliked this at 
first, but soon found that it enabled 
me to be 100% situationally aware, 
just as you are within the cockpit of 
a flight sim! Just look at some of 
the screen shots! 

Arcade pretend controls 

I found it genuinely hard to rate 
Gameplay for this game; many of 
the complex weapons systems are 
available to you, but they are pre- 
sented in a simple fashion. Enter 
the debate of “how real do you like 
it?” For instance, the Sonar display 
is not realistic, it’s really a plotting 
board where you are advised of 
underwater, surface or airborne 
anomalies, their range, speed etc 
and finally the crew identify the 
track. I found that while the crew 
were usually quick to id a target. 




there were times when 
obviously I had the 
“second eleven” in the 
sonar room because it 
took them ages to iden- 
tify the anomaly off the 
starboard bow that was 
1000m away and mov- 
ing at 20 knots! 

This is a no no for the 
realism die hards (like 
me), but fill the sonar 
(come plotting board) with four or 
five or your Mk 48s fired at two or 
more targets, some noisemakers 
behind you, a MOSS (Mobile 
Submarine Simulator) and numer- 
ous enemy torpedoes all pinging at 
you and wow! There are some 
tense moments! 

Captain! There's seamen 
everywhere! 

Tactically, you can gain much 
pleasure from SSN. Identify a tar- 
get, stalk it, move to its baffles or 
position yourself behind an under- 
water mountain for an ambush, 
and then engage. Both you and the 
enemy make use of thermoclynes 
(layers of water with differing tem- 
peratures), so beware or the hunter 
may become the hunted. Torpedoes 
are accurately simulated, if they 
miss, they will circle and watch out 
because if they re-acquire its time 
to launch a noise- 
maker and make a 
break for it! 

SSN has 15 mis- 
sions in total, and 
this is a real down- 
er. The missions 
ranged from 
patrolling a speci- 
fied area to escort- 
ing the USS 
Independence 
Carrier Battle 
Group, or moving to 
a pre-determined 
waypoint to launch 
Tomahawk Cruise 
Missiles. I expected 
more from a game 
so closely linked to 
Tom Clancy. 

Maj lan Lindgren 



Realism blended with fun action 
elements. It*s a good ‘un 
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Submarine Sim 
1 

Simon 81 Shuster 
$69 95 
M 

Now 


“Gunner! Target that whale behind us, you need the practice. Navigator, scan for Greenpeace vessels 


For A simple control 
interface, combined 
with 100% situational 
awareness and real- 
istic views of the 
undersea battle envi- 
ronment make this 
an exciting game. 

Against Only 15 missions is 
woeful by today’s 
standards! The game 
will provide great 
entertainment for 
two weeks, and then 
youfll probably scrub 
it from the HDD. 

Meed Pentium 60 with 
8 MB RAM and 
Windows 95 

Want Pentium 120, 

16 MB RAM 


RCtRLE530tMfeg7 
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HELICOPS 

Style, irresistible Manga graphics, truly original and FUN mission 
design plus cut scenes and an intro that’ll really impress. 







Plus 


Bizarre evil empire logo 


http://www. /th level, com/g 
ames/helicops/index.htm 


Excellent missions, and cool manga graphics (and people with silly hats) 


bility and armament, 
and each HeliCop 
(these also represent 
the mission “cam- 
paigns”) will handle 
these differendy. 

Apparendy choosing 
the right chopper for 
your pilot is vital, 
though I found such 
matching not entirely 
necessary. The mis- 
sions in HeliCops is 
the games ultimate 
strength. Neo Tokyo (where HC is 
set), being the urban jungle it is, has 
plenty of differendy themed areas to 
play around in. First mission takes 
you to a coastal shipyard area, while 
others are set amongst sky-scrapers, 
sports stadiums and even inside 
these buildings. The objectives are 
intelligent, well thought out and 
interesting, and tie in with the overall 
plot nicely. How’s this for a mission 
description? - “Pilot through the 
maze of Power Conduits under Neo 
Tokyo Tower. Locate and enter the 
Master I/O port at the tower to enter 
the CyberScape”. These will please 
sci-fi junkies immensely. 

So how does this combination of 
arcade and sim scrub up after hours 
of relendess gameplay? The sim 
flavour spiced heavily with arcade is 
interesting, and will hold your atten- 
tion if you like shooters. Those 
wanting a hassle free blast-a-thon 
will be disappointed, as HeliCops 
requires some effort to master the 
controls (advice: get a joystick with 
a directional hat) and more than a 
bit of thought and strategy. Nothing 
groundbreaking though. 

March Stepnik 


5 helicops to chose from 


I t’s amazing what presentation 
can do for a game. I’m not 
talking about a spiffy looking 
box, nice CD case or pretty manu- 
als either. I’m talking about the 
introduction and pre-game 
sequences. We all know that intro- 
ductions make not a game great - 
and especially in this day and age 
of CD-ROM and DVD we must be 
even more wary of what we fork 
over our hard earned cash for - but 
something must be said about 
what a classy introduction 
sequence can do. HeliCops’ pre- 
sentation is based very much on 
Japanese animation. It’s colourful, 
quick, and damn sexy. Being a fan 
of Japanese animation, I warmed 
to the pace and intensity of the 
introduction, and was actually 
eager to jump into my helicopter 
and start blowing ultra-cool war 
machines out of the sky and off the 
ground. This I did... 

Action orientation 

HeliCops’ basic gameplay is inter- 


esting. You could describe 
it as a cross between an 
action-packed arcade 
shooter and a full-on heli- 
copter combat sim. The 
arcade shooter aspect is 
apparent as a result of the 
great number of enemies 
that are blazing about to 
trying to bring you down, 
as well as the brightly 
coloured visuals and the 
many power ups (like hyper-speed, 
invincibility, rapid fire to name a 
few of the full 14) present to help 
balance the power your way. On the 
combat sim side, the control of your 
helicopter is modeled very much on 
the chopper sim. The game is also 
structured much like a combat sim 
in that you have certain objectives to 
meet per mission to advance to the 
next. To top it off, the gameplay 
area is 3D and the overall engine 
(with some help from the graphics) 
imparts the feeling 
that you are playing 
a flight sim of old. 

In the end though, it 
is definitely weight- 
ed more to the com- 
bat side of things. 


Perfect missions 

5 HeliCops and 5 
helicopters make up 
the players arsenal. 
Each helicopter has a 
different mix of 
speed, manoeuvra- 


5 helicopters, and 
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Category 

Players 

Publisher 

Price 

Rating 

Available 


For 


Shooter 
i-Network 
Dataflow/7thLevel 
$59 95 
M 

Now 


Great missions, inter- 
esting landscapes, 
plenty of action 


Against You’ll need a third leg 
to be able to control 
the copters effective- 
ly, and the pace of 
the action can get a 
little rough, resulting 
in the use of the 
“hold down fire the 
whole way through” 
technique. 

Meed P100, 8MB RAM Win 
95. 4xCD. 

Want P166, 32MB RAM, 
Joystick with HAT. 










© 



CHESS WARS 

Disable the appalling FMV sequences and you’re left with one excellent chess game. 


T here are only a certain num- 
ber of ways to win a game of 
chess. Doubtless it will one 
day be conceivable that a computer 
can be programmed with all the 
combinations of winning games 
stored within, so as the human play- 
er makes their moves the computer 
can simply eliminate various possi- 
bilities until it is reduced to the final 
winning move. Simply, this com- 
puter is no “paranoid android”, it 
will just not know how to lose. 

Unstoppable monolith 

I don’t know about you. but I 
find that a little bit daunting. I 
mean, that dodgy IBM - a machine 
that is surely no match for the 
unstoppable, single-minded mono- 
lith I imagined in the previous 
paragraph • was enough to beat a 
clearly rattled Gary Kasparov. And 
being no chess grandmaster 
myself, I was humbled every time 
by this Chess Wars beast. 

Okay, that’s not strictly true. The 
first game I played was on the 
Beginner setting, the lowest diffi- 
culty level I could discover. And I 
won, without cheating, without 
using the “Undo”, the “Hint” or 
anything. Confidence suitably 
boosted, I recklessly pumped the 
difficulty up to Novice (crazy, I 
know) and... was soundly thrashed 



each time. On one particularly 
pathetic occasion I managed to dis- 
grace myself by losing inside four 
moves. I'm not at all ashamed to 
admit that either. This, 1 reckon, is 
a damn good, and damn clever, 
chess simulation. 

There is an excellent tutorial that is 
useful for the inexperienced and 
expert alike. There is an astounding- 
ly large library (thousands of them!) 
of historically accurate re-enact- 
ments of classic chess games for you 
to study and practice against. There 
are over a hundred different of styles 
of play (from the chess greats like 
the aforementioned Kasparov) with 



What it all boils down to is a chess game, and a good one at that 


which to match your wits. The pre- 
sentation is a bit clunky (the menus 
and so forth are a little poorly done), 
but the 3D boards look beautiful, all 
hi-res SVGA with varied sets of 
pieces and backdrops. For the tradi- 
tionalists, you can also play on a 
simplified 2D board if you wish. 
Apparently, though I did not have 
the resources nor the opportunity to 
test it out, Chess Wars will regularly 
beat that other highly-regarded chess 
sim, Chessmaster 4000, on a P90. 
That must be good, then. I figure 
from this that the speed of your 
machine does make a significant dif- 
ference to the ability of the program. 

Hey, I might have 
done better using my 
old 486! 

Oh no! FMV! 

Okay, up until 
now I have deliber- 
ately avoided men- 
tioning the one fea- 
ture of Chess Wars 
that really sets it 
apart from all other 
chess games. That 
is, hideously embar- 
rassing full motion 
video battle scenes. 
Remember Battle 
Chess? Well, this is 
similar, but much 
much worse. When 
a piece is taken, the 
game awkwardly 
cuts to a video clip 
of some hapless 



Ha ha ha hee hee ha ha. I am Ivan 
the destroyer in my padded kitchen 
apron. Ha ha ha 


bloke in a suit of armour, for 
example, being ambushed next to a 
couple of trees by some other 
blokes in knight costumes when a 
woman in a tight dress and funny 
hair steps in to kill the first bloke 
with a magic lightning bolt. It’s not 
that these sequences are badly 
done, it’s just that they are so 
pointlessly and irredeemably stu- 
pid and unnecessary that everyone 
who plays this game will instantly 
switch them off, leaving me won- 
dering why on earth Art Data both- 
ered in the first place. At least the 
fights in Battle Chess appeared in 
the context of the game. Oh well. 

David Wildgoose 
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WSSSFEfin Chess. Obviously 
1-2 

ArtData Interactive 

$tba 

G 

|jj22IZH3 n ° w 

For A good solid chess 
game. 85% for the 
chess part 

Against 5% for the awful, 
intrusive FMV. 

Meed 486DX/50. 8Mb 
RAM, 2xCD 

Wont Pentium, 16Mb RAM 









ROCKET JOCKEY 

It’s different, innovative in a natural progression kind of way and 
it’s pretty cool fun for a while... 




M ost action games have a 
“Politically Incorrect” 
activity that always brings 
a smile to the face. Seeing an 
enemy explode into “Gibs” by the 
Quad Powered Shotgun in Quake. 
Playing Multi-player Hexen and 
transforming your mate into a fly- 
ing pig, a memorable moment if 
there ever was one. Along comes 
Rocket jockey which if nothing 
else is brimming with numerous 
soul warming moments. Being 
dragged along the ground behind 
high speed rockets, jockeying your 
rocket at full speed only to hit a 
wall, resulting in your body being 
flipped into a brick wall. 


Yeehaa! Lassoo them poles pardner! 


Take one jet engine... 

Take your garden variety rocket 
engine, attach a saddle and han- 
dlebars and there you have it, a 
sort of rocket “Hover” bike. As 
any Rocket Scientist will quickly 
point out, rockets don’t turn par- 
ticularly well even when equipped 
with handlebars. In light of this 
the vehicles on offer here come 
stocked with metal cables that can 


be propelled out from either side 
of the bike. Each arena that you 
compete in has large poles littered 
around strategically. To turn your 
bike, you simply shoot out your 
cable and grab a pole, then rely 
upon the laws of physics to spin 
you around. Releasing the cable at 
the right time, should see you 
happily speeding off in the 
desired direction. As you’ve prob- 
ably guessed these cables also 
double as your weapon. This is 
the main flavouring of the game, 
as you aim your cable towards rid- 
ers and their steeds mostly ending 
with the enjoyable separation of 
Jockey and vehicle. 

All of this mayhem 
takes place in three 
sports all with differ- 
ing aims. Rocket Ball 
has you pelting around 
different shaped fields 
attempting to cable 
balls into goal nets. 
Rocket Racing 
demands accuracy as 
you have to pass 
through checkpoint 
gates while aiming for 
the finish line. The 
final game. Rocket 
War is a good old fashioned death- 
match. You get points for damaging 
your opponents, the more visually 
spectacular the crash the more 
points you get. 


Cable latching trickery 

In the interests of variety, win- 
ning each round has you advanc- 
ing to the next level. This gives you 
access to an increasing amount of 
power-ups that range from giving 
you on field stealth ability to 
upgrading your cable 
with an explosive war- 
head. I enjoyed latch- 
ing onto a bomb, 
swinging it around 
and releasing it for a 
well timed explosion 
towards a fellow 
Jockey. Another one of 
those “Bring a smile to 
your face” moments. 

Riding rockets, cata- 
pulting people and 
bombs around and Speed, skill & 


killing • sounds good...but it's only OK 


Remember how Wile L Coyote always tried to do this? He crashed, and so will you 


generally causing havoc should be 
a winner, but Rocket Jockey does- 
n’t quite get there. Early on you 
will spend most of your time 
crashing into and bouncing off 
walls. While this is all part of the 
game, I often wished for a big area 
to really wind the speed up with- 
out the constant bump and bruis- 
ing of wall hitting. Winning is 
required to advance through the 
levels, so be prepared to spend a 
long time on some of the earlier 
sections of the game. 

On a technical note, I would not 
recommend any gamers attempting 
Rocket Jockey with only 16Mb of 
RAM on board, unless you take up 
a new hobby of watching your disk 
drive thrash around mid game. It’s 
quite surprising that a game with 
pretty average graphics has quite 
high system requirements. On a 
Pi 50 the frame rate wasn’t that 
good and the necessary feeling of 
speed was only half way there. 


Rocket Jockey is the usual mixed 
bag that makes up many of a 
“nearly there” game. Great concept 
and some good features being bal- 
anced with stodgy graphics and in 
game frustrations. 

Peter Sharpe 
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Category 

Players 

Publisher 

Price 

Rating 

Available 


Action 
1-6 

Segasoft 
$TBA 
TBA 
^ ^ Now 

For Multiple events and 
lots of Rocket power- 
ups offer a good 
scope of variety. Pulp 
Fiction type sound- 
track, great stuff. 

Against Restricted to LAN 
play, no modem 
option. Difficult victo- 
ry conditions can see 
you stuck on early 
levels far too long. 

Meed P90, 16Mb RAM, 
WIN95 

Want P166, 32Mb RAM 


Plus 


www-segasoft.com -The 
advertised LAN play is not 
available out of the box. 
Cruise to the website and 
grab the patch. 













Battleground 7: Bull R un 


CATEGORY 


Historical strategy 
war game 


PI AYERS 5gr.’' 


IJIMIHiH.l Talonsoft 


PRICE 


$TBA 


ATING 


AVAILABLE 


NEED 


G8+ 

Now 

486DX/2/66, 2XCD, 
8Mb RAM 


WANT 


P133, 4xCD, 32Mb 


RAM 


overall 

75 © 

Nothing all that different from 
others in the series, save for 
the scenario - and that’s a big 
plus. Another very good game 
from Talonsoft. 



Hex & Violence! With Bulls, apparently 


B ull Run is a re-enactment of 
the American Civil War dur- 
ing the period from July 
1861 through to September 1862, 
and gives you the opportunity to 
take part in the first and second 
battle of Bull Run. outside the 
Virginian town of Manassas. Also 
included are a couple of battles 
fought just previously to the Bull 
Run scenario as well. 

The battles are where General 
Thomas Jackson got the name 
Stonewall, so named because... well 
because he stopped his opposition 
from getting past, not unlike the 
qualities of a large stone wall. The 
game itself doesn’t derivate all that 


much from the previous 
Battleground setup, with 
all the options and views 
pretty much intact. Even 
for veterans of the 
series, it is recommend- 
ed that you read the 
manual thoroughly and 
keep it close to hand 
whilst playing, because 
there are really a lot of 
rules to take into 
account, as well as a 
few specific additions 
for Bull Run itself. It’s a rewarding 
game though and while someone 
just jumping in and mucking about 
with units might become discour- 
aged easily, with a bit 
of application on the 
part of the player these 
games become an 
interesting and involv- 
ing experience. 

I was a little taken 
aback when I first 
started both Bull Run 
and Napoleon, 
because it just looked 
like such a huge task 
to take on. After a lit- 


tle while (and a couple of false 
starts), I started to really get into 
the experience. The look of the 
game is as polished as the others in 
the series, and once you get used to 
the rhythm of the game, it’s great 
fun as well as a deep and serious 
simulation. The only downside is 
that unless you have a powerful 
processor, CD- Rom, and video card 
you will experience a bit of a wait 
while the computer makes its 
moves or whilst you change view- 
ing areas. Other than that, it’s 
another great, fun, and hard strate- 
gy simulation of a historical event. 

Gareth Jones 



Battleground 6: Napoleon in Russia 


002233 Historical strategy 
war sim 


PLAYERS MM: 


PUBLISHER 


Talonsoft 


UCE 


$TBA 


RATING 


G8+ 


AVAILABLE 


Now 


NEED 


486DX/2/66, 2XC0, 
8Mb RAM 


WANT 


P133, 4xCD, 32Mb RAM 


overall 

75 © 


Another in an excellent series, 
with good graphics, truck- 
loads of depth and plenty of 
playability. 



“Not tonight Josephine. Ah am, ‘ow you say, too 
busy with le strategie game” 


T he sixth in the acclaimed 
(by us, at least) 

Battleground series from 
Talonsoft, Napoleon in Russia 
lives up to the high standard set 
by the previous releases, and for 
hard core strategy buffs it’s anoth- 
er epic scenario to keep you 
amused for the months to come. 

The scenario follows Napoleon’s 
‘greatest invasion’ as he trotted off 
to Russia with a few thousand 
friends armed to the teeth and bay- 
ing for Russki blood. The Russkies 
hadn’t been faring all that well, 
and had retreated almost as far as 


Moscow when Tsar 
Alexander decided to 
turn and face the 
enemy in a last des- 
perate battle, and 
dubbed the battle of 
Borodino. 

Yup, that’s the same 
battle of Borodino fea- 
tured in Tolstoy’s epic 
‘War and Peace’, and 
anyone with the 
temerity to attempt to 
read a novel of that 
size and scope will be 
right at home with the 
Battleground series of games. They 
are huge, with over 20 full scale 
scenarios to choose from. The sce- 
nario maps are huge too, 
it took me a couple of 
playing hours just to get 
my troops into position, 
with only a couple of 
shots fired. Even though 
the game is hugely 
detailed with a multitude 
of options and strategic 
manoeuvres available, it’s 
still fairly easy to get into. 

It’s not the kind of game 


you can just jump into and muck 
around in for a little while howev- 
er. It’s a serious simulation, and to 
complete the scenarios takes a hell 
of a lot of application. Thankfully, 
the AI will step in and perform 
some of your commands automati- 
cally, like the direction the troops 
face and other small details if you 
want it to, and as far as I could tell 
the A I performed these tasks ade- 
quately, as well as being an intelli- 
gent opponent. With multiplayer 
capabilities as well as the A I to play 
against, for people with a lot of 
time on their hands and a long 
concentration span this is another 
great sim from Talonsoft. 

Gareth Jones 
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CATEGORY 


Real time strategy 



Slightly prettier than white & red plastic pegs 


t used to be a nice and simple 
game, perfect for those rainy 
Sunday afternoons of my child- 
hood. A couple of minutes to 
understand how to play, and then 
it was just luck really, but a good 
fun game nonetheless. However, 
Hasbro have decided that there 
was life in the concept yet, and 
have made it into a computer 
game that’s so much more than it 
was before, though as to whether 
that’s such a good thing is up to 
you to decide. For a start you can 
forget all about a turn based sys- 
tem, in Hasbro’s Battleship it’s a 
real time free for all. And that’s 


just the start of the 
enhancements, your 
fleet is now mobile 
and moves around an 
ocean to defend and 
attack up to four 
other opponents. 
Weapons have been 
enhanced as well, 
with a limited num- 
ber of different vari- 
eties such as cruise 
missiles, torpedoes, 
cannons, and plenty 
of others. The deal is that different 
weapons will reap different results 
depending upon how well you’re 
seeing your target.. .because of 


such things as radar, or an 
AWACS plane. Yup, Battleship has 
gone high tech, and Hasbro have 
produced a game that’s not only 
more technical than the board 
game but prettier as well. Fire off a 
missile and you’ll see a FMV 
sequence of a missile firing from 
your ship, and the resultant effect 
as well, either a miss and a splash 
into empty water or a hit with an 
explosion on the type of ship 
you’ve targeted. Along with this is 
the variety of mission available, 
with convoy escorts, island attacks, 
sub hunts and others all making 
for a fairly deep and complex 
game. In fact, apart from the name 
it's actually almost 
nothing like the origi- 
nal board game. It 
looks good, has plen- 
ty of depth, and while 
it isn’t the easiest 
game to master it’s 
quite playable and a 
commendable effort. 
Just don’t expect it to 
bring back memories 
of your childhood... 

Gareth Jones 


Jet Fighter III Enhanced 



Dogfight over Legoland 


] r et Fighter III received a mixed 
reception when it was first 
| released, the opinion was basi- 
lly “great game but it’s too 
slow”. Even on a P200 cranking 
the graphics resolution past 
320X200 resulted in an 
unplayable game. But with the 
promised 3D and MMX support 
now available via a patch down- 
load, those of you who wrote the 
game off might want to take a sec- 
ond look. This new expansion 
pack from Mission Studios is 
another reason to do just that. 

JF3‘s Enhanced CampaignCD’ 
adds over five million square 
miles of scenery to the game cov- 
ering two new theatres of opera- 
tions - Alaska and the Korean 


peninsula. These two 
areas are covered by 
the two new cam- 
paigns included in 
the pack, comprising 
over 70 new mis- 
sions all up. In the 
Alaskan campaign 
the premise is that 
the Russkies have 
discovered that their 
sale of that state to 
the Yanks was actual- 
ly illegitimate. Turns 
out that the bill of sale was actual- 
ly signed by Nicholai the Circus 
bear instead of Tsar Nicholai III 
and now the Russians want it 
back! Your opponents here are a 
bit tougher than the Cuban goat 
herders you faced in the 
original game, this is the 
pride of the Russian Air 
Force after all. The second 
campaign deals with trying 
to stop Chinese expansion 
into the Sea of Japan and 
the Korean peninsula, 
where you'll be coming up 
against the antiquated but 
numerous Chinese Navy, 


Army and Air Force. 

On top of the new campaigns 
and territory the Enhanced 
Campaign CD also includes an 
update to the latest version of the 
Game and a few new features too. 
For a start you now have the F-14 
at your disposal, as well as the F-22 
and F/A-18, along with its’ Phoenix 
missile system. An autopilot func- 
tion has been added to get you 
through the boring bits and you 
also now have flaps! JF3 will also 
now allow you to reprogram joy- 
stick functions to your own taste, 
which will be a relief to many. 

George Soropos 



riAYFRs WW 


PUBLISHER 


Hasbro Interactive 


PRICE 


$TBA 


RATING Kg 


ED 


486/66. Win ‘95, 2 X 
CD. 8MB RAM, iMb 
video card 


WANT 


RAM, 2Mb Video 

overall 

71 © 

So many new features added 
that it's nothing like the origi- 
nal. Good fun to play, multi- 
playable, and plenty of depth. 


SQSS 39 Combat Flight Sim 


PLAYERS 


PUBLISHER 


Mission Studios 


PRICE 


$59 95 


RATING M? 


WA1LABLE 


NOW 


NEED 


P100, 16Mb RAM, 4XCD 


WANT 


P200MMX, 3D gfx card, 
32Mb RAM.16X CD or 
(without 3D card) Pll 266 


overall 

85 © 


A useful and worthwhile addi- 
tion to JF3 that would have 
been better if it offered the 3D 
and Multiplayer patches too. 
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Risk 



CATEGORY 


Strategy 


PLAYERS 


Hasbro 


ICE 


$69-95 


ATING m 


AVAILABLE 


Now 


NEED 


486DX/66. 8Mb RAM, 
WIN95 


WANT 


P75, 16Mb RAM, 
Quad Speed CD-ROM 


overall 

840 

A great translation of Risk 
that will not disappoint fans 
of the original and those 
wanting to dabble in world 
conquest. 


I f board game world domination 
is your passion. Risk needs min- 
imal introduction. A treat is in 
store for those that have lacked the 
pleasure of sitting around a table 
manically rolling dice, pushing plas- 
tic pieces around and generally 
being a lounge room Megalomaniac. 
Positioning your Napoleaonic era 
Battalions around the globe, the idea 
is to launch attacks on enemy coun- 
tries whilst maintaining strong 
defensive frontiers. Simple idea, but 
it’s a tactician’s dream. 

In a clever move designed not to 
upset the traditional Risk fan base, 
but still be innovative. Risk is really 
two games in one. Classic Risk is 
the straight conversion of the board 
game rules, that will have veterans 
jumping in without too much both- 




France dominating the south pacific islands. 


er. Ultimate Risk con- 
tains many enhance- 
ments that build upon 
traditional Risk playing 
techniques plus intro- 
ducing some very dar- 
ing features. Terrain, 

POW’s, the building of 
fortresses and the 
inclusion of battlefield 
Generals all now play a 
part. The biggest 
change lies in the 
revised combat sys- 
tem. Whilst Classic 
Risk relies purely upon dice rolling 
to determine battle results, Ultimate 
Risk has you choosing actual battle 
tactics. Depending on the presence 
and leadership ability of your specif- 
ic General you can choose from a 
multitude of choices along the lines 
of Frontal Assault. Left Flank Attack 
or the aptly named Strategic Retreat. 
It’s a nice addition that doesn’t spoil 
the flavour of the game. 

High quality graphics, challenging 
AI and new maps covering North 
America, Asia and Battlefield 
Europe. Computer Risk has all 
these classy attributes, and thankful- 


ly a multi-player mode. Those with 
modems and LAN access can com- 
pete with humans and computer 
opponents taking up to eight player 
slots. A patch allowing Hot Seat 
Play on one computer is available at 
www.hasbro.com, as is news that an 
Internet feature is about to arrive. 
The only disappointment is that 
multiplay is restricted to Classic 
Risk, relegating Ultimate Risk to 
solo play only. Still though both the 
Classic and the Ultimate Risks on 
showcase here are highly entertain- 
ing and very easy to get hooked on. 

Peter Sharpe 


Tigershark 


CATEGORY 


PUBLISHER 


Action 

1 

6T Interactive 


ICE 


$TBA 


AT INC 


G8+ 


AVAILABLE 


Now 


NEED 


P66, 16Mb RAM, 
WIN95. 


WANT 


3DFX card, a button 
joystick/gamepad. 


overall 

74 © 


Enjoyable ocean going blast- 
a-thon, requires a 3Dfx card 
for long term enjoyment. 


pfEB 


A t some point most of us feel 
a need to gain a blister on 
our trigger finger by jump- 
ing into a spaceship/flying thingy 
and just shoot things... lots of 
things. In this case your vehicle of 
choice is the “Tigershark”. 
Equipped with the expected array 
of missiles and armour piercing 
cannons it also has the nifty ability 
to cruise under water or skim 
along the surface. It wouldn’t seem 
out of place in a Batman or James 
Bond flick. The storyline in set in 
the future with the Russkies inter- 
fering in Japanese efforts to mine 
the seabed for energy, the result 
being potential world catastrophe. 

The Russians of the future have 
obviously gotten past their finan- 
cial problems of present times as 
Helicopter Gunships and numer- 




Die, Miami Vice speedboat with guns, die! 


ous underwater attack 
craft are constantly 
bearing down on you. 

While the mission 
structure, including 
taking out various 
enemy installations is 
pretty standard fare in 
such games. 

Tigershark does have 
a few aces up its’ 
sleeve. Being able to 
quickly submerge and 
surface is enjoyable as 
the action dynamically changes 
depending on your depth or lack of 
it. Jetboating on the surface con- 
sists of point to point combat with 
various topside enemy craft, noth- 
ing too exciting. When submerging 
everything is suddenly all 3D with 
lots of twisting and turning in the 
attempt to stay on the six of your 
numerous targets. A special 
moment was cruising below the 
hull of a frigate, surfacing only to 
get pounded by heavy guns... no 
problem just submerge and then 
bullseye with a torpedo. 

You’ll need a fairly beefy setup to 
enjoy Tigershark. A stock standard 


Pentium 133 will move the frame 
rate along at an acceptable rate, but 
the graphics are best described as 
average. An MMX Pentium pretties 
everything up slightly but the fram- 
erate does suffer when there are a 
lot of objects moving around. The 
way to play this game is definitely 
with a 3DFX card. Fast with smooth 
textures all over the place, once you 
play this version it’s impossible to 
choose any other graphics option. 
Tigershark won’t replace Quake or 
MDK as your adrenaline pumper 
but it’s good for some “Turn the 
Brain ofF underwater action. 

Peter Sharpe 























WHO’S 

making 

WAVES 


on 


the 


INTERNET? 


Connection costs from as low as $1.67' per hr 

8 free 2 hours on line to get you started 

No registration fees 3 

Free email address 

Flexible pricing plans 

Dedicated Customer Service Centre 

Local call access in all capital cities 
and many regional areas 4 

Connect now at http://www.bigpond.com 


For more information 
call FREECALL” 

1800 804 282 * 



Home 


1. Refers to “Power Plan"- S50 per month, which includes 30 hours of access. Additional hours are charged at S3.50. Normal telecommunication charges 
apply. Unused time each month is not rolled over into the following month. 2. Normal telecommunication charges apply. Unused time each month is not rolled over 
into the following month. 3. Registration requires a valid Visacard, Bankcard, Diners Club card, Mastercard or American Express card. 4. STD and community call rates 
may apply in some areas. * Calls from mobile phones will be charged at the applicable mobile rate. 

™ Registered Trademark of Telstra Corporation Limited. MTA2331 



Jk fc. 


IBM 


Ilf— 



T his is, bar none, one of the 
best looking machines we’ve 
ever seen. A black computer 
system, with lots of funky lights 
and a sexy sleek design is some- 
thing a lot of people have been 
wanting for a long time. We even 
know of some sick, sad, and sorry 
people (yes, we mean you, Mr 
Mills) that have gone so far as to 
spraypaint their cases black in an 
effort to make their computer cool. 
(Be sure to mention it next time 
you write him a letter for the Setup 
section, won't you?). IBM have 
done a spot of market research and 
discovered that we like sleek black 
things ‘cos they look cool, and 
remind us of other necessary 
household devices like TV’s and 
Videos, rather than of dowdy old 
tan coloured workstations. IBM’s 
Aptiva computers are definitely 
cool looking, and possibly even 
sexy, depending on how long it's 
been since... but I’m getting of the 
topic here. Let’s talk about the 
Aptiva, shall we? 

There’s two models to choose from, 
the Q8i and the Q91. Both are very 
decent setups, but suffer from the 
odd shortcoming or two, unfortunate- 
ly. You can see how strange it looks 
from the photo, but it all makes 
sense. You’ve got the desktop sitting 



| 
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unit. There’s even a set of speakers 
on the side of the monitor, and 
decent ones too, to further reduce 
desk clutter. Someone has put a great 
deal of thought into the design and 
look, and they get a deserved 5 stars 
from us - the S series is by far the 
best looking and functional design 
we’ve seen anywhere. 

But you can only 
marvel at how pretty 
the machine looks 
for so long though. 

After a while you’re 
going to want to turn 
it on, and hopefully 
marvel at how fast 


200MHz model does come with 
32MB however, which is much bet- 
ter. All up the Aptiva S series’ look 
fantastic, and are a definite step up 
from the average desktop machine, 
and as you can see from the specs 
on the left, mostly you're getting 
quality and power inside as well, 
albeit for a price. 


Much like the Packard 
Bell navigator, IBM's 
friendlyfront end 
makes newbies feel 
comfy. Also much like 
Navigator, it soon 
gets in the way 
annoyingly 
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down somewhere 
under a desk, out of sight and out of 
mind and a console that sits under- 
neath the monitor to hold your CD- 
Rom and floppy drives. It makes a lot 
of sense when you think about it - 
what do you need all your hard drives 
and peripheral cards so close to you 
for, and why shouldn’t the monitor 
be raised up a little? With the addi- 
tion of the power switch on the 
desktop console, the Aptiva looks 
great, is compact and functions 
extremely well as a physical 


and grunty the com- 
ponents are. Well, 
mostly you’re going 
to be impressed. 
There are a couple of 
areas that... well, that 
might be considered 
a little less than 
hugely impressive. 
You do get the new 
whiz bang SDRAM, 
but only 16MB worth 
with the 166MHz 
version, and anyone 
with 16MB of any 
type of RAM knows 
how inadequate that 
is with Windows 95, 
and Win ‘95 games. 
In fairness, the 



System Specs 





Aptiva S Q81 

Aptiva S Q91 

Processor 




| 166MHz MMX 

200MHz MMX 

Memory 




| 16Mb SDRAM 

32Mb SDRAM 

Hard Drive 




| 3.1GDHD 

1 

3.1Gb HD 

L 2 Cache 




1 256k 

256K 

Video Card 




| ATl264GT*b Rage2 

ATl264GT-b Rage2 


Both with ‘ATI Rage 3D Pro’ 3D accelera 
tion, 2Mb SGRAM, 64 bit graphics 

Monitor 




15-inch 

1 17-Inch 


0.28 dot pitch (both) 

69Hz horizontal scan frequency (both) 

CD Rom 



1 i6x Max 

i6x Max 

Sound Card 




Waterford 2 

Waterford 2 


Both with 32 voice wavetable synthesis 
Both with Sound Blaster emulation 

Speakers 




2 stereo on monitor 

2 stereo on monitor 



plus subwoofer 

Joystick 




Wingcommander 

Wingcommander | 

Modem 




33.6kbps DSVD int 

33.6k DSVD int 

Operating system 

\ 

Win 95 

Win 95 

RRP 




$4499 

$5499 
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DIAMOND 


H ow would you fancy a 
truly surround sound 
experience with your 
home PC? Well, this month we’ve 
had the pleasure of taking a ride 
into 3D surround sound, and it’s 
really quite amazing how good it 
sounds, even through a fairly aver- 
age set of speakers. 

The Diamond Monster Sound 3D 
is a PCI bus device though, so it 
will only work in Windows95. It is 
designed, however, to take advan- 
tage of Microsoft’s DirectSound 
and DirectSound3D, as well as oth- 
ers like Aureal 3D. so you can 
expect an awesome sound experi- 
ence from a large number of 
games - among those making use 
of Microsoft DirectSound and 
DirectSound3D are Lucas Arts. 
Activision, Interplay, Broderbund 
and Electronic Arts. 

When we hear in real life, there 
are split-second differences in the 
way we hear - depending upon 
where the sound comes from, the 
left and right ears take in the 
sound waves at slightly different 
times. Then there’s the physical 
body, which tends to get in the way 
of the sound signal and affects the 
way that our ears take in the sound 
waves. Aureal have developed the 
‘A3D interactive’ audio technology 
used on the card, which was origi- 


nally designed 
for NASA’s vir- M 
tual reality sim- ' 
ulators. They utilise 
what they refer to as 
HRTFs, or Head 
Related Transfer 
Functions. Essentially 
what this means is that 
instead of sound being 
pumped straight out from 
two speakers set on either 
side of your monitor, 
sound is amplified and 
pumped out to specific posi 
tions, which hit your ears 
from a variety of angles and 
amplitudes in such a way as to 
create a positional 3 dimensional 
sound experience. 

The card itself has a 32 voice 
hardware wavetable synthesiser, 
and works either as a stand 
alone device, or can be used 
as a sort of daughterboard 
for a SoundBlaster card, or 
the like. The existing sound 
card is still used for DOS 
games, and instead of the 
speakers plugging in to the 
SoundBlaster, they use the 
output port from the Monster 
Sound card. A loopback cable con- 
nects from the output port of the 
SoundBlaster to the input port of 
the Diamond 


card, which means 
that for sound device selec- 
tion you still select a SoundBlaster 
card and the sound gets piped 
through to the 3D card. Not only 
this, but the joystick port is digital 


WorldView (a 
2.0 VRML 

browser that makes use of 
3D audio) are all included as well 
as Diamond’s standard 3 year parts 
and labour warranty. 

Not complete without... 

At S349 the Monster Sound 
makes for a very attractive propo- 
sition, and when combined with a 


Monster Sound 


Sound 
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This really is the next generation of 
PC sound. Hearing is believing 


on the Monster Sound rather than 
software controlled analogue as 
with most standard sound cards. 
What this means is that around 
15% of the processor power 
required for joystick accel- 
eration is freed up for the 
game itself. It is, of course, 
plug’n’play compatible and 
even with a speaker setup 
that is short of mind blow- 
ing you will notice a defi- 
nite improvement in the 
sound in your games, with- 
out doubt. And Diamond 
have been nice enough to 
include the odd game or 
two so that you can sample 
the wonder that is Direct3D 
sound through a 3D sound 
card straightaway. Free and 
complete versions of 
SimCopter, Outlaws, Rocket 
Jockey, Tigershark and 


decent array of speakers you’re 
looking at a fantastic sound setup. 
Take something like the Yamaha 
4 speaker and subwoofer combi- 
nation. 2 Sets of powered digital 
sound processing speakers, the 
YST-M20DSP for example, one 
set for front and one for the rear 
will have you squirming and 
ducking in your chair in an effort 
to evade the alien nasty firing at 
you from behind. Add a sub- 
woofer, for those oh so essential 
booming shotgun blasts that 
shake the floor and rattle the win- 
dows and you’ll be wondering 
how you ever made do without! 
Yamaha’s YST-M20DSP speakers 
can be picked up for S180 a pair, 
and the YST-MSW10 subwoofer 
will set you back S200. For more 
info on the speakers or the 
Monster Sound, contact 
ChipsNBits on 039 696 1911. 


DIAMOND 

Monster Sound 
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It’s a new Thrustmaster! 

MILLENIUM 3D 

Interceptor Flight Control System 


A s the myth goes, when we 
were really little we all 
aspired to be astronaughts 
for NASA. Well, so the myth goes 
anyway. Maybe it's an idea better 
suited to the ‘I dream of Jeanie’ gen- 
eration, but still I think most of us 
would jump at the chance to get into 
the pilots seat of a Space Shuttle. 
Good old trusty Thrustmaster, the 
absolute legends of the joystick 
world, have created a joystick mod- 
elled on the real control yoke of the 
Space Shuttle, and it looks 
suitably high-tech 
and space 
agey. There’s 
even some 
space agey 
type tech- 
nology in 
the joystick, 
with micro- 
processor con- 
trolled optical sensors 
for programming the four 
axes and six buttons of the stick. 

It’s a completely digital joystick, 
using non-contact optical sen- 
sors that sense the movements 
of the handle and feed them 
through the microprocessor, 
so you’re going to get an 
accurate reaction. 

There’s also the neces- 
sary four way hat 
switch on the handle, 
and a thrust control 
as well as a couple 
of buttons 



for your left hand if you need them. 
The Millenium comes with pre-con- 
figured files for plenty of major 
games to save buggering around 
and setting it up yourself too, which 
is a nice thought. It is Windows 95 
only though, so DOS games will 
have to be played under Windows. 
That’s only a small downside to a 
pretty cool looking stick though. 

Pricing wasn’t available at the time 
of writing, unfortunately. 

Meanwhile... 

In other Joystick news, 
Logitech have just 
released a couple of 
new controllers as 
well - the Wingman 
Extreme Digital 
and ThunderPad 
digital. Digital con- 
trols mean that 
the movements 
and commands 
are sent to the 
computer instan- I 

The Millenium 
can also move 
its handle inde- 
pendently to 
the base - a 
completely 
new joy- 
stick 
move! 


taneously, without using up CPU 
power, reducing the load on the 
game, and leaving more space for 
the graphics and such. Both of the 
Logitech joysticks will work in 
DOS though, as they both work in 


either digital or analogue mode. 
The Thunderpad digital can be 
picked up for $59, and the 
Wingman Extreme will set you 
back S99. More info from 
Dataflow on (02) 9417 9700. 


VIEWSONIC 

P815 21” monitor 




It’s big, it’s bold and 
it’s beautiful. It’s a 21 
inch monitor, which 
should send shivers 
down the spine of any 
self respecting 
technophile. When 
you consider that it 
has almost twice the 
viewing area of a 15 ' 

inch monitor, you 
should get some idea of 
the impact sticking one 
of these mothers on 
your desk will have to 
your life. Games will 
look immeasurably better, 
and going back to a smaller 
monitor will seem akin to 
scratching a $25,000 lottery ticket and then accidentally dropping it into 
a storm drain shortly afterwards. 

There are a couple of warning factors here though - firstly (serious- 
ly) you’ll need a big desk to fit the ViewSonic upon. It’s around 52cm 
long, 50cm wide, and 48cm high, which is pretty bloody huge com- 
pared to most average monitors. It's well worth it though, the 
ViewSonic has a 0.25mm dot pitch, which is extremely impressive 
considering the size of the monitor. The ‘dot pitch’ is, very basically, 
how clear the image on your screen is going to be. Many other larger 
monitors, especially in the past, have had a larger dot pitch than 
average sized ones because of the increase in the size of the 
screen. The other warning factor is your video card - you’re 
going to need a beastie to make use of the capabilities of 
a 21 inch monitor, and 4MB of video RAM is heartily 
recommended. Let's face it though, if you can 
afford a monitor like this, then a high end video 
card and large desk aren’t going to be huge 
headaches for you. 

The P815 will support resolutions of up to 
1800 x 1440 maximum, and automatically track 
the display frequency, from 30KHZ -115KHZ hori- 
zontally and 50Hz -160Hz vertically. Simply, if you 
can afford it, then get one. No matter what anyone else tells 
you, bigger is always better, and 21 inches is pretty bloody big. 
Get it for around $4099 from ChipsNBits on 039 696 1911. 
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On Special... (Available while stocks last) - You Don't Know Jack - $25 • Under A 
Killing Moon - $45 • Deadlock - $19 • NBA Live 97 - $42 • Discworld 2 - $45 • 
Ascendency - $29 • Top Gun - $29 • Transport Tycoon + Theme Park - $29 • 
Road Rash - $42 • Magic Carpet 1 & 2 - $29 • Note: all prices exclude delivery. 


Order Hotline: Phone (02) 9906 3676 • Fax (02) 9906 7975 


Title Quantity 

Price 





Add $8.00 for Delivery 

$8.00 
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POD 

Win 95 (MMX Compatible) 




Need For Speed 2 
Win 95 (Pentium 90+) 


Star Trek Generations 
Win 95 


Carmageddon 
DOS/Win 95 (MA15+) 


Dungeon Keeper 
DOS/Win 95 


Capitalism 
DOS/Win 95 


Apocalypse 
DOS/Win 95 




Theme Hospital 
DOS/Win 95 












EStechnews 


W elcome to this month’s 
3D Technews. Because 
we at PowerPlay give a 
damn, from this month on we will 
be including the latest 3D enhanced 
shareware games that we check out 
in this column, on the cover CD. 
Due to time constraints, deadlines 
and all that fun publisher stuff, 
we’ll do our best to include these 
items on the cover CD menu, most 
likely the specials area, however 
you may have to install them from 
the CD yourself. Look for all the lat- 
est in the “Technews” directory 
from the root of the CD. 

SOFTWARE 

One of the most impressive 
releases this month has been in 
the form of a game called 
Terracide by Eidos Interactive, the 
people that brought Lara to life in 
Tomb Raiders. Terracide is like 
Descent, you’re essentially in some 
building, factory, whatever, and 
you have to run around destroying 
the bad robots. 

Who cares about the plot though, 
Terracide has some of the most 
incredibly in-depth graphics to 
come out for 3D accelerators yet. 
Utilising distance fogging, translu- 
cency, transparent textures, real 
time light sourcing, multi coloured 
lighting, this game has it all 
including support for every major 
accelerator there is, from the Virge 
VX to the Power VR. Just check 
out the screen shots and the demo 
on this months cover CD. 

Moto Racer 

Looking at the screenshots to 
Moto Racer, it might just seem like 


another Motor bike sim, which, if 
you were pedantic it would be. 
Except for the fact that this is so 
FAST on the 3Dfx and other accel- 
erators you really feel as if you are 
really there. 

This is a game to look out for, the 
speed, the physics, it's got it all. 
This is what 3D accelerators were 
made for. Check out the demo on 
the cover CD (\technews\mrdemo). 

NEW HARDWARE 


MVP • It’s a new Peripheral 
catagory! 

Thanks to those busy techo’s at 
C-Cube, mainstream PC users will 
now be able to record Digital Video 
with a new device known as the 
MVP (MPEG Video Peripheral). 

MVPs are low-cost, easy-to-install 
external devices that connect to a 
desktop or notebook PC and allow 
users to easily capture and record 
high-quality video or still images 
into their computers. MVPs con- 
nect to a PC via an external port, 
such as the printer port, alleviating 
the need for consumers to open up 
their PCs to install complex add-in 
cards and of course being of great 
benefit to Notebook users. 

By using an MVP to connect 
their PC to a camcorder, VCR or 
TV tuner, users can capture and 
record full-motion video or still 
images in real-time for multimedia 
; presentations, video editing, 
Internet and intranet applications, 
and video e-mail. Powering the 
MVP is C-Cube's VideoRISC 
processor, a very powerful engine 
that can record and compress high- 
quality video in real-time. Although 
no fixed price is available yet, we re 
told they will be very 
affordable. 

An MVP will be able 
to capture a still image 
at 704X576 from any 
video source with high- 
er resolutions being 
achieved using software 
interpolation. The video 
recording side will cap- 
ture at a full 30 frames 
per second utilising 




MPEG-i video and MPEG audio. 

Highly interested in this new prod- 
uct are Adaptec. Says David Ulmer, 
Marketing Manager: “MVPs are an 
ideal complement for CD- 
Recordable products, especially 
when using Adaptec software such 
as Easy-CD Pro. We checked out 
Easy-CD Pro and agree. It’s an 
extremely user friendly 
CD writing package that 
would allow consumers 
to create a permanent 
digital library of their 
favorite video memo- 
| ries”. 

3Demon 

The Omnicomp 
Graphics Corporation 
have a surprise for all. 

They're announcing the 




Above ond below: Terracide . 
Looks a lot like Descent 
doetn ’t it? 









port. This setup engine relieves the 
CPU of up to 50% of its processing 
load during peak 3D operations. 

The Trident chip does look to be 
quite impressive indeed. It will 
offer high-performance 2D graph- 
ics, high-quality video playback, a 
built in TV tuner with S-Video out 
allowing you to play on your TV! 
Unconfirmed (by us) testing even 
states that the 3DImage975 chip is 
visibly faster than competitors 
within the price range, which 
roughly translated implies that it 
won't be faster than a 3Dfx. 

Peter Jen the vice president of Asia 
Sales however summed it up per- 
fectly when he said, “There is little 
point in having an advanced solu- 
tion that no one can either afford, or 
implement into their design”. And 
at USS50 for 2Mb SGRAM or 
US$65 with 4Mb SGRAM whole- 
sale, the price is definitely right. 

ATI 

ATI are still at it. Their latest card 
is the “All-In-One TV, Video, 
Graphics and Multimedia 
Accelerator Board” fondly known 
as the “All in Wonder”. It has 
some support too, Sony, the one 
and only, will be using it for their 
new 200 MHz PCV-130 and 233 
MHz PCV-150 MMX PCs. 

The All- In- Wonder provides six 
graphics and multimedia functions: 
1) fast 2D acceleration, 2) rich 3D 
acceleration featuring the brand 


new 3D Rage 11 + 3) industry-leading 
video acceleration, including high 
quality MPEG playback, 4) video 
capture, 5) intelligent and interactive 
TV tuning, and 6) TV-out for dis- 
play on a TV set. Sounding rather 
similar to the Trident chipset, this 
seems to be the big trend for Chip 
manufacturers. 

The Rage 11 + within the All in 
Wonder will feature perspective 
correction, texture (bi-linear) filter- 
ing, mip-mapping, Gouraud shad- 
ing, Z-buffering and alpha blend- 
ing. The All-in-Wonder also sup- 
ports full-screen, full-motion TV- 
quality video such as MPEG and 
Video CD 2.0 movie disks. 

The also included Intelligent TV 
tuner claimed as an interactive 
experience will allow owners to use 
TV, not just watch it. Video capture 
allows users to capture still pho- 
tographs and video from TV, video 
recorders, camcorders or video 
disks. The ability to record closed- 
captioning content also provides a 
cost-free way to obtain program- 
ming transcripts allowing the All- 
In- Wonder to alert the user when 
desired programs are on and, 
when key words, called Hot Words 
are keyed in, the All- In- Wonder 
can even notify a user that a topic 
of interest is being broadcast. 

Even cooler features for the tele 
junkie include Scheduled Viewing, 
which turns on desired programs 
automatically, and Channel Surfing, 


The awesome Moto Racer - 
even without 30 hardware 
this game is a must-play 


new 3DEMON MX16/16 PCI based 
graphics accelerator card and it's 
actually available now! 

The 3DEMON MX series graph- 
ics accelerator cards based on the 
GLINT MX and GLINT Delta 
processors from 3Dlabs empower- 
ing mainstream Pentium Pro, 
Pentium II, and Alpha platforms to 
run advanced 3D graphics applica- 
tions cheaply. 

With a plethora of software sup- 
port, the 3DEMON MX has support 
included for Microsoft’s Softimage, 
Kinetix’s 3D Studio Max, Bentley 


Trident 

The oldies out there will remem- 
ber Trident video cards. You know 
the ones, they were always in the 
cheapest and shall we say, not 
renown for their speed. That isn’t 
to say that there latest offering the 
Trident 3DImage975 will be the 
same. Obviously good enough for 
HighTech, they’ve selected it as the 
prime chipset for their latest accel- 
erator board. 

The most interesting thing about 
the Trident 3D accelerator chip is 
that it's the first PC97 compliant 
graphics accelerator chip to provide 
an on-chip triangle setup engine 
with up to 4MB of SGRAM sup- 


Microsystem’s 

MicroStation, 


Parametric 


Technology’s 
ProEngineer, 
Newtek’s 
Lightwave (The 
software used to create Babylon 5 
special effects), Gemini, SDRC and 
Lightscape. 

The performance that the 
3DEMON MX offers pushes the 
capabilities of the PC deep into the 
heartland of Silicon Graphic’s desk- 
top machines. Suddenly these high 
end players are being threatened by 
the increasing attractiveness of the 
PentiumPro, Pentium II and Alpha 
platforms to 3D graphics profes- 
sionals. 







which provides thumbnail previews 
in multiple windows on the screen, 
zoom and even the ability to use TV 
programs as video wall paper. 

On the TV front, ATI are claim- 
ing their Advanced Flicker Control 
System (or AFCS, as we warmly 
refer to it as in the PowerPlay 
office) will allow for big screen 
gaming. ATI’s ImpacTV(TM) chip 
allows usage of a large screen TVs 
as a monitor providing advanced 
flicker control for the highest qual- 
ity TV display that is easy to watch. 

Unique to the Sony PCV-130 and 
PCV-150. the first systems to 
incorporate ATI’s All-in-Wonder 
technology they’ll sport a unique 
front-panel with AV input connec- 
tors for camcorders and other 
audio/video devices. 

STB 

Our friends at STB have been 
hard at it again. They’ve just fin- 
ished 2 new products known as the 
Twister 280 and Twister 240 pro- 
fessional-quality 3D accelerators. 
The Twister 280 and Twister 240, 
are built around the 3Dlabs PER- 
M EDI A 2 integrated high-band- 
width 2-D/3-D/video accelerator. 

Put your bibs on for this one. The 


Twister 240 is a 64-bit accelerator 
that boasts a potent 230MHz (that’s 
TWO HUNDRED and THIRTY 
MHz) integrated RAMDAC that 
delivers exceptionally high resolu- 
tions as high as 1600x1200 at 16.7 
million colors and refresh rates up 
to 200Hz. The Twister 280 provides 
Microsoft DirectDraw and PC’97- 
compliant graphics and video accel- 
eration with full-screen, full-motion 
playback of multimedia video clips. 

The Twister 280, available with 
8MB of high-bandwidth 100MHz 
SGRAM video memory will also 
support MPEG-2, a TV tuner and 
video - conferencing digital video 
streams. With S-Video out being 
the big thing lately, STB have inte- 
grated their Multimedia Hub 
Architecture providing S-Video 
output for high-end video display 
and editing, NTSC/PAL output for 
TV-monitor display and an impres- 
sive suite of multimedia controls. 

Mitsubishi 

Just when you thought the world 
had enough 3D-accelerator manu- 
facturers out there. Mitsubishi 
have released their 3Dpro/2mp 
accelerator that has set new records 
for the fastest 3D graphics accelera- 
tor for Windows NT 
Systems. 

The 3Dpro/2mp 
achieved such fame 
when it achieved the 
fastest OpenGL perfor- 
mance of all current sin- 
gle-board 3D graphics 
accelerators in produc- 
tion for Windows NT(r) 
workstations. 

The test results were 
obtained by using a 
3DPro/2mp reference 
board containing 
Mitsubishi’s 3DPro/2mp 
chipset, running on a 
200-MHz Pentium(r) 

Pro workstation with 


128 Mbytes of DRAM and using 
the Windows NT 4.0 operating sys- 
tem. You know, your every day 
home PC! Competing products 
tested include those from 3Dlabs, 
which they beat. 

The tests undertaken were of a 
flight-simulation, measuring the 
relative real world graphics perfor- 
mance. The 3DPro/2mp chipset's 
GVF score is 0.58 re2stones; the 
nearest competitor's score is in the 
range of 0.17 re2stones. 

Other tests included a racing car 
sim. The 3DPro/2mp chipset’s 
GVR score is 0.71 re2stones; the 
nearest competitor’s score is 0.27 
re2stones. A drive-through of a 
lunar landscape, using a the 
3DPro/2mp achieved at a maxi- 
mum resolution for true color — 
1280 x 1024 20.5 fps; the nearest 
competitor is 7.5 fps. 

Matrox 

Finally, Matrox have announced 
the Matrox Millennium II which 
will deliver acceleration in ultra 
high resolutions such as 1920 x 
1200. New features include 
enhanced 3D performance with 
fast Gouraud shading, hardware 
accelerated texture mapping as 
well as support for a 32-bit Z- 
buffer and an enhanced video 
scaler with x and y interpolation 
for faster, higher-quality video play- 
back performance. 

Among Matrox’s big announce- 
ments however, was some nasty 
fighting backstage. It seems Matrox 
has decided to launch an all out war 
on ATI. All this is fine until it back- 
fires on you. Matrox were blasting 
ATI for inaccurate perspective cor- 
rection with no bi-linear filtering. 
Quite ironic, considering the new 
Mystique 220 doesn’t do bi-linear 
filtering either. Somehow we don’t 
think Matrox thought all of this 
through completely beforehand. 

A CHALLENGER 
COMES! 


Since the initial discovery of the 
Power VRs’ limitations there was a 
lot of confusion as to the best card 
to buy. The original Power VR with 
its raw speed but lack of bi-linear 
filtering put a lot of people off. Now 
that the Power VR 2 is here, the 
controversy can be put to rest. The 
Power VR 2 has all the functions of 
the original Power VR plus one 
more, the much needed Bi-linear 
filtering. We put this card through 
its paces and give you the honest 
truth about its role in the big wide 
3D accelerated world out there. 


• Moto Racer demo. 

• Warthog rolling demo. 

• Formula 1 Beta 3 patch for the retail ver- 
sion that supports 3Dfx Voodoo Graphics. 
Requires Glide 2.3 or higher Runtime dri- 
vers. 

• OpenGL 3Dfx Driver. 

• Outlaws patch for the retail version that 
supports 3Dfx Voodoo Graphics. 

• SimCopter vi.02 patch for retail version 
that supports 3Dfx Voodoo Graphics. 

• Star Fighter patch for retail version that 
supports 3Dfx Voodoo Graphics. 


NEC Power VR 2 
Apocalypse 3DX 

Benchmarks: 

Tested on a Pentium 133 with 
49Mb of RAM 
Wizmark - Not possible 

Direct 3D: 

Test t. 

Raw textured polygons, Z 
buffering, Perspective correct 
textures, Overdraw Front to 
Back and gouraud Shading. 

Fill rate: 21.52 

Polygon throughput: 223.57 

Intersection throughput: 2.53 

Test 2 

All of Test 1, plus Bi-linear fil- 
tering 

Fill rate: 21.57 

Polygon throughput: 221.71 

Intersection throughput: 2.53 

Test 3 

All of test 1 and 2 plus specu- 
lar highlights. 

Power VR 2 drivers not capa- 
ble of specular highlights. 
Tunnel: 58.82 
Fly: }4.}6 
Octi: 60.60 
0ct2: 58.47 
Sphere: 58.82 
Triangle: 60.60 
Twist: 58.82 

Software Included: 

Resident Evil 
Terracide 
Wipeout 2097 
Pod 

Mech Warrior 11 
Ultimate Race 


Installation 

Installing the Power VR 2 is very 
simple. In fact, part of the installa- 
tion process that is quite amazing is 
noticing just how small and com- 
pact the Power VR 2 is. With a min- 
imal number of chips squeezed into 
a card only the length of the PCI 
slot, it’s well made indeed. Once 
inserted, it’s a only a matter of start- 
ing Windows up, waiting for the 
Plug and Play manager to request 
the driver CD and it’s all installed. 
Very straight forward, very easy. 

Using it 

Where the installation of the card 
and the drivers is easy, there are a 
number of realities concerning the 
usage of the drivers themselves 
that could cause people some con- 
cern. Firstly, the Power VR 2 does 
not seem to be fully Direct 3D 






compatible. In the lab, we spent 
many hours noting how the drivers 
interfaced with the card. 

Basically, on the right of your 
Windows 95 toolbar where the 
clock and other startup programs 
sit, a small triangle, representative 
of the Power VR logo will appear. 
This is actually some kind of 
memory resident program that 
allows direct 3D applications 
access to the card. It may seem 
trivial but if that little program 
isn't running for whatever reason, 
your direct 3D games are not 
going to be accelerated. 

Still on drivers, whether it’s the 
said drivers or the card itself, it 
really needs a lot of memory. 
Although there are no direct speci- 
fications listed regarding the 
amount of memory you'll need in 
your PC, we discovered that you 
really need at least 32Mb. Of 
course, we found this out the hard 
way. Upon beginning the bench- 
marking and general testing for 
the Power VR 2, we found that it 
jittered and jumped, making for 
reduced benchmarking scores and 
annoying gameplay. 

Obviously this frustrated every- 
body in the lab immensely and 
after many hours of experimenta- 
tion and reinstalls, we finally 
proved it was a memory problem. 
By shutting down a number of 
taskbar helper apps the Power VR 
2 worked like a dream. We pity the 
poor fool who has the same prob- 
lem and not a copy of PC 
PowerPlay by their side! 

Power VR 2 vs. 3D fx 

The benchmarks 

Even back in November the 
stage was set for the Power VR 
and the 3Dfx to duke it out. 
They're of course back at it again 
and we're going to throw a few 
more logs onto that fire. Firstly, 
Videologic claim that the Power 
VR 2 is faster then the 3Dfx. None 
of our tests could substantiate this 
at all. Every individual Direct 3D 
test we ran on the Power VR 2 
found that the scores were very 
close to those of the 3Dfx, but 
always just below. 

The Direct 3D tests measuring 
throughput were possibly the 





biggest performance indicator. As 
per the benchmarks listed at the 
top where the 3Dfx averages 28.02, 
297.06, 4.04 on the first test, the 
Power VR 2 came out with 21.52, 
223.57, 2.53, significantly slower. 

Benchmarks are useful and do 
have their place, however one of 
the best indicators for a 3D accel- 
erator card is their games. This 
month we were even indeed lucky 
enough to have a copy of 
Terracide for the 3Dfx and the 
Power VR. What we discovered 
was that even with the inclusion 
of bi-linear filtering, the Power 
VR and the 3Dfx are two totally 
different cards. 

The first thing you notice with 
the 3Dfx is how much the card 
relies on specular, or overall light- 
ing. The 3Dfx, because it cannot 
generate dynamic light sources, 
needs all of the room to be lit up a 
certain way. The introduction of a 
moving light source such as a flare 
on the 3Dfx intensifies all the pix- 
els in an area. To the VR 2’s, 
advantage, because it can raytrace 
instead of just lighting the area 
up, it only lights the faces that can 
see the light making for a more 
realistic environment especially 
when in combat. 

While the Power VR 2 may have 
the edge in graphics this time, it 
does have to be said that the 3Dfx 
version of Terracide, off the same, 
CD is faster. Where the Power VR 
version would skip a beat fairly 
regularly, the 3Dfx version was 
silky smooth. 

The games 

There's one game that will always 
be the feather in the Power VR’s 
cap: Ultimate Race. This is the 
must have, must play, must see 
game. Ultimate Race is essentially 
just a car racing game, but the 
quality of the 3D objects and the 
course is as good as any arcade 
game the likes of Daytona. It's fast, 
brightly coloured, features brilliant 
car physics and is just so playable 
it whisks whole chunks of your life 
away without you even realising. 

Yet, within Ultimate Race lies 
the seeming contradiction of the 
Power VR 2. Watching Ultimate 
Race, there is no doubt in any- 
one's mind that the VR 2 is faster 
then the 3Dfx. Ultimate Race how- 
ever, is a native VR 2 game. The 
Direct 3D games, which Terracide 
is also one of, just does not do the 
VR 2 justice. 

Terracide which was discussed 
earlier also ships with the card and 
is essentially a very modern and 
advanced version of Descent (II). 


Maxi Gamer 3Dfx 


Included software: Pod 


Benchmarks: 
Wlzmark: 14556.7 


Direct zD 
Test 1. 

Raw textured polygons, Z 
buffering, Perspective correct 
textures, Overdraw Front to 
Back and gouraud Shading. 

Fill rote: 27.72 

Polygon throughput: 297.97 

Intersection throughput: 3.86 


Test 2 

All of Test 1, plus Bi linear fil- 
tering 

Fill rote: 28.00 

Polygon throughput: 291.71 

Intersection throughput: 3.95 


Test 3 

All of test 1 and 2 plus specular 
highlights. 

Fill rate: 27.72 

Polygon throughput: 259.71 

Intersection throughput: 2.75 


Tunnel: 60.60 
Fly: 48.37 
Octi: 60.60 
Oct2. 60.60 
Sphere: 60.97 
Triangle: 60.60 
Twist: 60.60 


You mosey around a series of 
mines searching for enemy robots 
to destroy. It’s a thoroughly well 
done game and very entertaining. 
Also included are another 2 racing 
games: Pod and Wipeout 2097, 
which both look and play fantastic 
on the VR 2. 

Conclusion 

The verdict is that the Power VR 
2 is an excellent card. The intro- 
duction of bi-linear filtering will 
allow it to compete on par with 
other advanced accelerators. The 
downside however is that the dri- 
vers aren’t really very effectual and 
could present a lot of difficulties 
for the more novice of users. Add 
to that the fact that the 3Dfx has 
more software titles and in every 
test we tried ran smoother, then 
you’re looking at a VR 2 defeat. 

That isn't to say all is lost though, 
the Power VR 2, being a process- 
ing card and not a video card, will 
work great in conjunction with a 
3D&. With games such as Ultimate 
Race out there, it’s a worthy addi- 
tion to your PC. 


RV Flash sD 


Included software: None 


Benchmarks: 
Wlzmark: 14447.4 


Direct zD 
Test 1. 

Raw textured polygons, Z 
buffering, Perspective correct 
textures. Overdraw Front to 
Back and gouraud Shading. 
Fill rate: 28.02 
Polygon throughput: 297.06 
Intersection throughput: 4.04 


Testa 

All of Test i, plus Bi-linear fil- 
tering 

Fill rate: 28.00 

Polygon throughput: 297.60 

Intersection throughput: 4.03 


Test 3 

All of test 1 and 2 plus specu- 
lar highlights. 

Fill rate: 28.02 

Polygon throughput: 260.40 

Intersection throughput: 2.88 


Tunnel: 60.60 
Fly: 49.26 
Octi: 60.60 
Oct2: 60.60 
Sphere: 60.97 
Triangle: 60.60 
Twist: 60.60 


I New 3Dfx cards 

RV Flash 3D 3Dfx 
Maxi Gamer 3Dfx 

3Dfx cards are popular, really 
popular. So popular that compa- 
nies everywhere are springing 
up to produce them which is 
great because it means more 
competition and cheaper prices 
for you the consumer. 

We were given an RV Flash 3D 
3Dfx card and a Maxi Gamer 
3Dfx card to review. By far the 
most amusing factor of these 
two cards is that they're 
absolutely identical. Right done 
to the number of resistors, 
processors, memory chips, 
everything. The scientists out 
there told us they only knew 
how to clone sheep, well obvi- 
ously they know how to clone 
3Dfx cards as well. 

What will make the difference 
of course is the price, but we 
decided to sit down and bench- 
mark them for you anyway. 
Here’s each cards price and 3D 
performance. 




Legend Delta 3D 

Chipset: Permedia GX featuring Gouraud and flat shading, Glint Delta 
Geometry processor, specular highlighting, alpha blend translucency 
and chromakeying, full scene anti-aliasing, bilinear filtering and 8/16 
bit dithering. 

Memory: 4Mb SGRAM 
Software Included 

Elk Moon Murder 
Fatal Racing 
RRP% 349 

Benchmarks - Windows 

Wizmork : 14446 


*Note, no mip mapping. 


Direct zD 


Testi 


Raw textured polygons, Z buffering, Perspective correct texturing, 

Overdraw Front to Back and gouraud shading. 

Fill Rate 

: 12.74 

Polygon Throughput 

: 321.41 

Intersection throughput 

: 2.82 

Test 2 


Fill Rate 

: 7.76 

Polygon Throughput 

: 3JO.17 

Intersection throughput 

: 2.60 

Test 3 


Fill Rate 

■.7.76 

Polygon Throughput 

: 287.24 

Intersection throughput 

12.59 

Additional Direct zD tests 

Tunnel 


640 x 480 16 bit 

: 60.97 fps 

800 x 600 16 bit 

: 30.39 fps 

Window 

: 140.84 fps 

Fly 

: 53.47 fps 

Window 

: 82.64 fp s 

Oct 1 

: 60.60 fps 

Window 

: 453.64 fps 

Oct2 

: 60.97 fps 

Window 

: 625.84 fps 

Sphere 

: 60.60 fps 

Window 

: 200.08 fps 

Triangle 

: 62.50 fps 

Window 

: 204.0 fps 

Twist 

: 60.97 fps 

Window 

: 227.27 fps 

Winbench Video tests 


1024 X 768 X 16 bit 

; 24.0 million pixels per second 

1280 X 1024 X 16 bit 

: 22.8 million pixels per second 

Dos 


3D Bench 

: 96.2 fps 

SVGA Bench 

: 22.4 fps 

Quake 


320 x 200 

: 28.91 fps 

320 x 400 

: 17.11 fps 

320 x 480 

: 16.34 fps 

360 x 400 

: 14.95 f ps 

360 x 480 

: 12.9 fps 

Cose of Installation: Very Poor 



Legen Delta 3D 

Except for the first time, there’s 
really nothing that hard with the 
installation of a PCI device into the 
motherboard. The “debugging” of 
I RQs’ or other conflicts post instal- 
lation however can not only be a 
dramatic process, but exceedingly 
traumatic as well. 

Which was definitely the case 
with the Legend Delta 3D. Into the 
motherboard it went without a 
hitch, starting the PC however was 
another story. The SCSI card that 
we had in our test system no 
longer appeared to function. 
Actually, the entire machine just 
stared blankly at us. 

The removal of jumpers off cards 
was probably a godsend for the 
electronically fearful or inept. For 
the rest of us though it leaves one 
fascinating dilemma. Take this sce- 
nario for example. 

You have a Legend Delta video 
card in your machine that’s essen- 
tial for display. You go and buy a 
new SCSI card, which as in our sit- 
uation conflicts with the video card. 
Assuming the two are incompatible 
and the only way to change the 
SCSI cards interrupt is by booting 
the PC and using some specialised 
software. How would you ever be 
able to boot your PC to fix it? 

Obviously you would have to 
insert another Video card, change 
the SCSI interrupt, put the Delta 
3D back in, if it works - great. If 
not, lather repeat and rinse until 
successful. What a pain in the arse! 

There is a reason for this large 
failure on the cards behalf. 
Essentially the 3D geometry 
processor that this card relies heav- 
ily on for its powerful 3D uses an 
interrupt. 

Performance 

This card is fast, very very fast. 

2D performance although not 
faster than the Diamond Stealth 
3000 or Matrox Mystique is still a 
pleasure to use. With enough 


video memory to satisfy, the card 
runs comfortably at 1280 x 1024 
with 65000 colours. 

3D performance however is sim- 
ply earth shattering. The full screen 
Direct 3D tests do all seem to peter 
out at the 60 fps range. This is 
obviously due to limitations within 
Direct 3D within the full screen 
direct write operations to the video 
card. Rumour has it that Direct X 5 
or its predecessor will improve this 
dramatically. Irrespective of this, 
the windowed scores display this 
cards’ performance. Just look at the 
oct2 score; 625.84 fps. That’s 
almost unthinkable. 

It is of course the 3D geometry 
processor on the card that is doing 
this. Being essentially designed for 
heavy duty CAD operations you 
can imagine the 3D studio MAX 
users delight when 3D of that 
speed makes his life so much easi- 
er. Built in MPEG support was 
also amazing, offering brighter 
colours and a perfect frame rate at 
1280 X 1024 65k colours. 

Dos support was also blisteringly 
fast. Quake ran extremely fast, the 
benchmarks all sky-rocketed and a 
“dir /s” was more like a psychedelic 
experience then a directory listing. 

The games that shipped with this 
card were all very pitiful. Elk Moon 
Murder and Fatal Racing, both 
obviously non-accelerated. To alle- 
viate this we brought Terracide up. 
Everything was fast, though graph- 
ically it looked like almost identical 
to the S3 Virge version. As per the 
screen shots, the drivers were hav- 
ing quite a hard time with trans- 
parent textures. 

Essentially this card is great for 
anyone that does heavy or even 
casual 3D work. You’ll get a blast 
out of the raw geometric power. If 
said person also likes to play 
games here and there and is happy 
to play them within the Win95, 
platform then they can expect fast 
gameplay on par with the 3Dfx, but 
not graphics of the same quality. 






Just one of • 
Apocalypse 3D's 
many Awards. 


SPECIAL UPGRADE OFFER 

Apocalypse 3D or 3Dfx to 
Apocalypse 3Dx, callus! 
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Explosive Acceleraffo 


U 

Games 


For KICK ASS explosive arcade-style 
gaming action and unparalleled perform- 
ance, you need a KICK ASS video 
graphics card. So we created one — the 
Apocalypse 3Dx. 

Based on the revolutionary PowerVR 
technology from NEC* and VideoLogic*, 
Apocalypse 3Dx is the next genera 
tion in 3D technology. 

The card includes an amazing 
4Mb of high performance 
SDRAM texture memory, is Plug 
and Play compliant, and supports 


Microsoft* DirectX 3.0. 

When designing drivers for the 
PowerVR, NEC* and VideoLogic* worked 
closely with Microsoft* to ensure that the 
new drivers take full advantage of 
PowerVR's unique architecture. As a 
result. Apocalypse 3Dx gives users 
the highest level of D3D game 
performance anywhere in the 
market today, as well as provid- 
ing an outstanding platform for 
the growing range of 3D Internet and 
multimedia applications. 


In a major endorsement of PowerVR 
technology leading games developers 
including Psygnosis*, Kalisto*, Ubi Soft 
Entertainment*, Electronic Arts*, Fox 
Interactive*, Reality Bytes' and Activi- 
sion* are now bringing their top arcade 
hits to the PowerVR platform. 

So, if you're after unprecedented 
realism, mind-blowing detail and complex 
effects at very high frame rates (and who 
isn't) - get your ass into gear and get the 
Apocalypse 3Dx graphics card NOW! 


Apocalypse 3Dx pack features: 

• NEC PCX2 3Dx graphics processor 

• 4Mb of high performance 
SDRAM texture memory on-board 

• Four PowerVR enhanced games 
— ULTIM@TE RACE’“ 

— MechWarrior2*' 

— Wipeout - 2097 
— Resident Evil'" 

• PCI 2.1 Plug and Play card 

• Microsoft DirectX APIs support 

• PowerVR Direct 3Dx, OpenGL. DOS 
mode & PowerSGL software drivers 



CHECK US OUT — WWW.VIDEOLOGIC.COM 

Freecall IflDQ Db7722 Fax (03) 1723 2104 Email: videologic@c031.aonenet.au 
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Dealer Regional Distributor enquiries welcome 

" Games may vary depending on availability ’Boot Magazine — Kick Ass 1 Product award Errors and omissions excepted AN logos and trademarks are registered by their respective companies 












Where it all starts... 

THE MOTHERBOARD 



O ne of the most overlooked 
components in a PC sys- 
tem is the mainboard or 
motherboard, as they are com- 
monly known. Most gamers 
would know the chipset that their 
motherboard uses, but would have 
no idea of who actually designed 
and made it. This is probably due 
to the fact that most clone no- 
name brand PCs will have a 
motherboard that was designed 
and manufactured by one of the 
many generic motherboards mak- 
ers in the Asia-Pacific region. 
These motherboards will work 
perfectly well, but usually have 
not been optimised for the best 
possible performance. This is 
more than likely due to the fact 
that they have to produce the 
motherboards at a good price and 
will often have to cut corners at 
the expense of speed. 
Motherboards made by some of 
the bigger names in motherboard 
design such as ASUS, AOPEN, 
ABIT and TYAN 
offer far greater 
performance 
than the generic 
brand type moth- 
erboards and can 
often be as much 
as 10% perfor- 
mance boost 
throughout the 
entire system 
over some gener- 
ic motherboards! 

The mother- 
board is one of 
the most integral 
components in a PC system, as the 
it is basically the medium through 
which all devices will communicate 
with one another. 

There are three main types of 
motherboard: Pentium or Socket 7 
style motherboards, Pentium Pro 
or Socket 8 motherboards and the 
Pentium II or SEC cartridge style 
motherboards. 


Socket 7 

This socket comes in the form of 
a PGA (Pin Grid 
Array) ZIF (Zero 
Insertion Force) socket 
(see fig. 1). Socket 7 
sockets can not only 
take Intel’s Pentium 
and Pentium MMX 
CPU's but will also 
hold AMD’s K5 and 
K6 CPU’s, Cyrix’s 
6x86 and 6x86MX 
(formerly known as 
the M2) and The soon 
to be release C6 CPU 
from I DT. The support 
for these chips is up to 
the motherboard manufacturers, 
which is mainly based on the volt- 
age supply the motherboard will 
support. 

Socket s 

This socket is also a PGA ZIF 
socket, but can only take only one 
type of CPU - to date this being the 
Pentium Pro. The Pentium Pro was 


designed to have its L2 cache on- 
chip which is what those set of extra 
pins on the socket are used for. 

It is very unlikely that anyone else 
will release a processor that will 
utilise this style socket, more so now 
that Intel released the Pentium II. 

S.E.C. (Single Edge Contact) 

Intel have done away with the old 
style CPU sockets and gone for a 
different approach. Intel’s new 
scheme involves a slot not unlike a 


l 



PGA ZIF socket 8 


PCI slot, but built to take the SEC 
cartridge. Intel have obviously 
decided that the integration of the 
Pentium Pro’s L2 cache was a 
great performance booster but was 
a tad too expensive to be practical. 
So what they have done is gone for 
even ground and decided to bundle 
up the CPU and the L2 cache 
together on a single cartridge. In 
doing this Intel were able to raise 
the speed of the L2 cache from bus 
speed performance, usually 
66MHz all the way up to half the 
speed of the CPU clock. That can 
be as much as 150MHz where a 
Pentium II 300MHz is concerned. 
Now that's fast. It’s not all gloom 
and doom for those that puchased 
a Pentium Pro PC as your Pentium 
Pro CPU can slot into one of the 
Pentium Pro SEC cartridge adap- 
tors that are available. This will 
effectively allow you to upgrade to 
the latest SEC slot motherboard 
without needing to purchase a 
Pentium II CPU card. 

From baby AT to ATX 

Most motherboards around 
today are based on the aging 
baby-AT design that is basically a 
standard for motherboard manu- 
factures so that their mother- 
boards are guaranteed to fit in 
different cases from the desktop 
all the way up to the full tower 
cases. The baby-AT standard has 



Fig. 1 PGA ZIF socket 7 
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one annoying design flaw in that 
it is very difficult to perform any 
sort of upgrades, as all the impor- 
tant upgrade components are 
usually very inaccessible. Baby- 
AT motherboards also have the 
problem of the CPU being in the 
way of expansion slots, obviously 
developers didn't foresee the 
need for massive heat sinks on 
CPU’s therefore didn’t allow for 
much clearance, thus reducing 
one expansion slot to half sized 
cards only. Something had to be 
done, enter ATX form factor, 
which organizes the motherboard 
components into a more logical 
fashion (ie. CPU near to power 
supply fan for extra cooling) 
allowing for easier upgrading and 
expansion. 

Dual Volts 

Motherboards have special volt- 
age regulators for the supply of 
correct voltage to the CPU. 

Different CPU’s require differ- 
ent voltages, some of the newer 
CPU require two different volt- 
ages one for the processor core 
and the other for the I/O portion 
of the CPU. 

Original Pentium CPUs and 
some Cyrix/IBM 6x86s will either 


require a voltage of 3.3V (if they 
are marked with STD) and 3.53V 
(if they are marked with VRE). 
Pentium MMX CPUs use a dual 
voltage scheme - 2.8 V and 3.3 V, 
AMD K6 PR2-166 to PR2-200 
CPUs require a dual voltage of 2.9 


V and 3.3 V. While the K6 PR2-233 
requires a dual voltage of 3.2 V 
and 3.3 V. If you are in the market 
for one of these new types of 
processors make sure that your 
motherboard supports these dual 
voltage schemes. 


Intel, SxS, VIA and 

THE OTHERS 

There a couple of big names in 
the chipset manufacturing game, 
Intel are very big players here, with 
their range of Triton chipsets. The 
table below shows the differences 


C hi p set 


Features 

430HX 

430YX 

430TX 

440PX 

CPU support 

Pentium 

Pentium 

Pentium 

Pentium Pro 


K5.K6 

K5.K6 

K5,K6 

Pentium II 


6x86 . 6x86MX 

6x86, 6x86MX 

6x86, 6x86MX 


Max. memory installable 

512MB 

128MB 

256MB 

1024MB 

Cacheable memory area 

512MB 

64MB 

64MB 

1024MB 

Pipeline Burst cache support 

Yes 

Yes 

Yes 

Yes 

Ultra DMA /33 support 

No 

No 

Yes 

No 

USB capable 

Yes 

Yes 

Yes 

Yes 

EDO DRAM support 

Yes 

Yes 

Yes 

Yes 

SDRAM Support 

No 

Yes 

Yes 

No 

75 / 83. 3 MHz Bus speed 

No* 

No* 

No* 

No 

Concurrent PCI support 

Yes 

Yes 

Yes 

Yes 

DPMA support 

No 

No 

Yes 

No 


(Dynamic Power Management Architecture) 

* not officially supported but some motherboards will run at these speeds if pushed. 





between the various Intel chipsets. 

The other chipset manufacturers 
around are trying to play catch up 
with Intel at the moment. 

Although the VIA and the SiS 
chipsets are not far off, Intels offer- 
ings and are certainly closing the 
gap where performance and fea- 
tures are concerned. 

With the release of the 430TX 
chipset Intel has again widened the 
margin with the inclusion of faster 
SDRAM support and Ultra 
DMA/33. Ul tra DMA/33 ls a new 
IDE specification that increases the 
overall throughput of IDE drives to 
33Mbits/sec - double the mode 4 


hard drives around at the moment, 
although a DMA/33 compatible 
hard drive is required. 

Recently Intel has been 
promoting a 
new specifica- 
tion known as 
the AGP 
(Accelerated 
Graphics Port). 

This will appear 
in their next gen- 
eration chipset, 
known as the 
440LX, but will only be available 
on Pentium II systems. There is 
still hope for the Pentium class PC 


owners with AMD announcing 
their next chipset will bring AGP 
support to Socket 7 motherboards. 

AGP - A GAMERS DREAM 
COME TRUE 

The PCI bus is starting to strug- 
gle with the heavy workload that a 
3D graphics card places on the 
bus, so Intel in their great wis- 
dom devised a new method of 
connecting your graphics cards 
called AGP. This system offers a 
way for 3D graphics accelerators 
to use standard memory to store 
their Z-buffers and texture maps 
as the AGP graphics accelerator 
can access main memory at very 
high speeds. This is due mainly to 
the use of a 2x mode, which runs 
at i33Mhz as, opposed to PCI’s 
bus speed of 33Mhz or even the 
latest PCI specification 2.1 with its 
bus speed of 66Mhz. The AGP 
has direct access to 
main memory and 
can employ deep 
pipelining to 
increase speed even 
further. Expect 
transfer rates of 
around 

533 Mbits/sec. All 
1 the major players 
in the 3D arena 
have pledged their support for the 
AGP bus, so expect some amazing 
3D games when the first AGP 
equipped PCs hit the shelves. 

When Intel finally release their 
long awaited 440 LX chipset the 
Pentium II will definitely be a 
force to be reckoned with, although 
AMD could also have a winner on 
its hands with their soon to be 
released K6 
enhanced mother- 
board chipset. 

AMD’s solution 
takes into considera- 
tion the massive 
amount of socket 7 
style motherboards 
still doing the 
rounds. Intel seems 
to have pinned their 
hopes on converting 
everyone to their 
SEC cartridge 
design, and they 
seem to have forgot- 
ten the low-end mar- 
ket. Intel will certain- 
ly have their fair 
share of followers, 
and who will blame 
them. A Pentium II 
running on the 
440LX with SDRAM 
and an AGP port will 
no doubt be the new 
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ultimate in game performance. 

Thanks to AMD, the low-end of 
the market will not be over-looked, 
we won’t have to purchase a 
Pentium II to be able to use tech- 
nology such as the Accelerated 
Graphics Port and higher bus 
speeds. We may have to wait a few 
months after Intel’s release for 
socket 7 chip implementations of 
AGP, as Intel has full control over 
the AGP spec, so definitely expect 
them to have one out first. 

Carry Wallis 


THE BLACK ART OF OVER-CLOCKING 

■ ■ ... — . . . . . _ . . ■ 

There has been quite a bit of interest in over-docking recently. 
Over-docking is when you give the CPU a higher running frequency 
H than it is rated for (ie. running a Pentium 120MHz at 133MHz). Let me 
warn you now, it can be fatal for your CPU if pushed too hard. If you 
want to know more about over-clocking go to 
http://www.sysdoc.pair.com but be very careful, as the CPU needs to 
; be cooled very well - we at PC PowerPlay do NOT endorse this prac- 
tice. So don’t come crying to us if your CPU blows up in the process. 

Although over-clocking of the CPU is not a terribly good thing, over- 
clocking of the system bus can do wonders for performance. Some 
motherboards have the ability to set the system bus speeds higher 
than 66MHz which is the norm with Pentium based systems. 
Motherboards that support the Cyrix 6x86 PR200+ can already have 
I their bus speeds set to 75MHz to accommodate this processor, which 
runs at a clock speed of 2 x 75MHz = i5oMhz. This is mainly what 
gives the Cyrix 6x86 PR200+ its grunt - having its memory, L2 cache 
j and PCI slots all running from this faster bus speed certainly helps. 

There are some other motherboards around that can even support 
I 83.3MHz bus speeds. So instead of running your Pentium 166MHz at 
66MHz with a clock multiplier of 2.5 you could run it at 83.3MHz x 2 
I giving a noticeable performance boost without over-docking the actu- 
I al CPU. There is one problem, for this sort of bus speeds you will have 
to have some pretty fast SDRAM or EDO DRAM installed, also some 
PCI cards might have a problem with the increased PCI bus clock from 
33MHz to around 41MHz. Here is a list of the possible bus speeds and 
processor clock multipliers and the resultant processor speed. 










MONSTER SOUND. Listen up. If you’re not experiencing Diamond Multimedia’s 
outrageous Monster Sound 3D PCI sound card, you’re really missing something. Monster Sound 
provides true CD-quality 3D positional audio— with up to 24 independent audio streams— 
and support for Microsoft’s DirectSound and DirectSound 3D APIs. It also comes bundled with 
a suite of advanced audio applications. Monster Sound will do for your ears what Monster 3D 
did for your PC graphics. So visit us on the Web at www.diamondmm.com/monstersound 
for all the facts and the location of your nearest Diamond retailer. Because hearing is believing. 




Don’t 

leave 

your 

ears 

behind. 


For more information call the authorised Australian distributor for your nearest dealer - 1800 248 690 
or visit the Chips and Bits Australia website at http://www.chips.com.au. 
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Chips and Bits Australia Pty Ltd 
36-38 Clarke Street, South Melbourne Vic 3205 
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Accelerate your world. 




NEW AGE SOUND 

The future is loud and clear 

As the PC continues to evolve into the centrepiece of our daily lives, audio technology is finally advanc- 
ing to the next level. Derek dela Fuente and Paul Rigby report on new vibes. 


Nearly everyone wants higher- 
quality sound on the PC. In an 
effort to improve the quality of PC 
audio and to solve a problem that 
has long confronted PC audio 
designers, several companies have 
joined forces to develop an audio 
specification called Audio Codec 
‘97 (AC ‘97). 

AC ‘97 defines an audio stan- 
dard. It is an analogue/digital 
audio combination that should 
completely eliminate some of the 
problems associated with PC 
audio, while simplifying others. 

One big problem for manufactur- 
ers has been expense. While com- 
bining digital logic with the pre- 
sent system of analogue technology 
can reduce costs by reducing the 
chip count, they do have a down- 
side - they’re difficult to design and 
expensive to manufacture. So AC 
'97 proposes to ease that problem. 
The hope is that sound-chip com- 
panies will eventually be able to 


SURROUND SOUND 
BOARDS AND DVD 


While new Surround boards 
appearing on the market do 
improve your desktop listening, 
there just aren’t that many titles 
out there that support it; you may 
find more games appearing this 
Summer and Winter that take this 
feature seriously. In that setting, as 
long as you’re willing to set up the 
extra speakers and amplifiers, this 
board offers an inexpensive means 
of exploring home theatre. If you’re 
thinking ahead to DVD, don’t both- 
er. The Surround won’t decode the 
Dolby AC 3 signals that DVD will 
use and most DVD controllers will 
have that built-in, anyway. 



i'pI 


focus on improvements to the ana- 
logue side of the chip only, while 
traditional chip companies such as 
Intel will build the digital portion 
into their chip sets. 

Major Players 

AC ‘97 is the offspring of the 
seemingly unlikely alliance of 
Intel, Analogue Devices, Creative 
Labs, National Semiconductor, and 
Yamaha. 

It is a specification for a pro- 
grammable DSP-based digital- 
audio accelerator. An AC ‘97 accel- 
erator offers wavetable synthesis, 
multichannel digital audio and 
MPEG-decoded audio mixing. 

As a two-chip solution, with one 
digital chip and one analogue chip. 


NIDPLUG 


There are plenty of audio players 
and streaming software packages 
(i.e.: Realaudio, Xing, Shockwave, 
etc.) for use within your favourite 
browsers on the Internet. However, 
if the sound quality you’re getting 
from MIDI files embedded on Web 
pages doesn’t exactly thrill you, 
jump over to Yamaha’s site 
(www.yamaha.com) and download 
a free beta version of MIDPIug. A 
helper app for Netscape, Version 
2.01 or later. MIDPIug is a soft syn- 
thesiser that brings wavetable 
quality to the rendering of embed- 
ded MIDI. 

Regardless of whether you have an 
FM synthesis or wavetable audio 
card, MIDPIug can improve the 
quality of what you hear. MIDPIug 
also supports the majority of XG 
extensions to General MIDI, so 
files that use XG instruments may 



the AC ‘97 approach can minimise 
mixed-signal noise and allow con- 
trollers to be created that are easier 
to combine. The alliance has not 
ignored a fully digital solution. 
Even though digital audio is on the 
way, companies do not want to 
ignore the sound card market of 
existing analogue sound sources, 
such as Redbook CD, sound board 
mic-in and line-out, TV tuners, 
video-capture cards, etc. The new 
solution calls for a mixed ana- 
logue/digital chip that actually low- 
ers the cost of integrated audio. 
Essentially, this combination-chip 
solution is cheaper than any of 
today’s solutions mentioned above. 

The first move made by the new 
group was to increase the current 
audio sample rate from 44.1 KHz to 
48 KHz. This provides more flexibili- 
ty and allows 20-bit resolution for 


“As a two-chip 
solution, with one 
digital chip and 
one analogue 
chip, the AC ‘97 
approach can 
minimise mixed- 
signal noise and 
allow controllers 
to be created that 
are easier to 
combine.” 


every sample versus the current 16- 
bit resolution. Because more data is 
being collected, greater clarity in the 
audio output is expected. 
Compatibility, with current 44.1 KHz, 
16-bit samples will be maintained. 

Further, the new AC ‘97 specifi- 
cation also features support for a 
modem interface, 3-D audio, sepa- 


AUREAL 3D SOUND 


The latest, on-the shelf, product 
from Aureal Semiconductor is a 
new 3-D positional audio algo- 
rithm that will debut in products 
from Diamond Multimedia and 
Oak Technology. 

Aureal’s A3D positional sound will 
feature in the OTI-610 PCI audio 
chip from Oak and the Diamond 
Monster Sound PCI-based acceler- 
ator card. 

Additionally, Aureal is reporting 
wide support for A3D from game 
developers, including Activision, 
Electronic Arts, LucasArts, Maxis 
and Virgin Interactive and expects 
titles incorporating the algorithm to 
hit store shelves as you read this. 
The Oak audio controller is said to 
deliver multiple audio channels 
when combined with Microsoft’s 
DirectSound API for playback of 
music, special effects and posi- 
tional 3-D audio. 

The Diamond Monster Sound also 
supports Microsoft’s DirectX APIs 
under Windows 95. The board is 
capable of up to 24 independent 
audio streams and a signal-to- 
noise ratio greater than 80 deci- 
bels. Both the Oak and Diamond 
devices will support Microsoft’s 
impending release of DirectSound 
3D as well. 
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Creative Labs were in on the group that developed AC97, so you can expect their sound cards to keep up to dote 


rate headphone outputs and tone- 
control features. A big relief to 
many manufacturers and users is 
that AC *97 is designed to provide 


FANTASY SPEAKERS? 


Imagine a pair of cookie-size 
devices that weigh next to nothing 
and generate crystal-clear stereo 
sound seemingly out of thin air. 
Fantasy? Not if Hypersonic Sound 
technology lives up to its hype. 
Developed by American 
Technology Corporation (ATC), a 
tiny, San Diego-based electronics 
company, Hypersonic Sound uses 
minute transducers to emit ultra- 
sonic waves outside the range of 
human hearing. But when these 
waves interact in mid-air, ATC 
claims, they generate high-fidelity 
audio that rivals the audio kicked 
out by your bitchin* monster stereo 
speakers. 

The proof, however, will be in the 
listening, you’ll not be able to judge 
for yourself until around mid-year, 
when these devices will reach the 
market. Each gadget will be “about 
as thick as two credit cards,” says 
Hypersonic Sound inventor Elwood 
Norris. Speaker manufacturer 
Carver Corporation has already 
licensed the technology and about 
30 other high-tech firms are inter- 
ested in HyperSonic products. 

Will HyperSonic Sound come with 
a stratospheric price tag? No 
one’s quoting numbers yet, but 
stay tuned. 

For more information, use your 
Web browser to access: 
www.atcsd.com. 
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all of this while maintaining Sound 
Blaster compatibility. Even better, 
it will give you stereo sound at the 
BIOS level which means you don’t 
need any drivers. I can hear the 
cheers from here. 


DOLBY 3D SOUND 


On the subject of 3D, Dolby are 
pushing their AC-3 interface as a 
3D standard. 

The AC-3 specification provides for 
as many as six channels of audio. 
The 5-1 channel system includes 
front right, front left and centre; 
rear right and rear left; and the 
subwoofer. These can be separate 
speakers in a surround-sound mul- 
timedia system or can be synthe- 
sised from a pair of enhanced 
front-channel speakers. 

Intel’s RSX 3D uses MMX instruc- 
tions to decode a Dolby Digital bit 
stream. Virtual speaker technology 
generates five channels from two 
speakers. The decoder could also 
deliver 5 discrete channels to a 
multichannel sound card or stream 
it through the Universal Serial Bus 
(USB) for external decoding on 
USB-enabled speakers. 

Cirrus Logic’s Crystal 
Semiconductor operation will 
introduce an AC-3 audio accelera- 
tor that ties to the PCI bus, Dolby 
certified Intel’s Realistic 3D Sound 
Experience, RSX 3D, as a software 
AC-3 decoder. The Crystal 
Semiconductor CS4610 decoder 
generates the six channels in hard- 
ware. The chip works with either 
MMX or non-MMX PCs. 



More Features 

As well as high-quality samples at 
48KHZ; it also supports Sound 
Blaster compatibility, FM and 
wavetable synthesis, optional 
DirectSound acceleration and 
Dolby AC-3 decode. In addition, an 
AC ‘97 digital component could be 
a dedicated sound controller, like 
Yamaha's OPL-3. Alternatively, an 
MPEG-2 decoder chip could gain 
audio functionality. 

A digital chip using the new sped- 


MIRO COMPUTER 
PRODUCTS MIRO- 
MEDIA SURROUND 


Many gamers believe that a Sound 
Blaster AWE32 - or even 16 - plus a 
decent set of stereo speakers and 
maybe a subwoofer is as good as 
it gets. Not so. miro’s miroMedia 
Surround board, an ISA board that 
adds a Dolby Pro Logic Decoder to 
your PC is here to prove it. 

Games such as Ubi Soft’s POD are 
showing up with sound tracks and 
effects that have been encoded in 
the same Dolby Pro Logic process- 
ing that makes home theatre so 
head-turning realistic. That’s 
because Pro Logic adds a separate 
centre channel to keep dialogue 
centred on the screen and sends 
more distinctly separated sound to 
both the front and rear speakers. 
The Surround also packs jVC’s 3D 
Phonic Surround system, a pseu- 
do-surround effect that requires 
only two speakers and sounds 
much like Spatializer or SRS. 
Overall, the results are good. On 
POD, the sound of the various cars 
and effects 
generated 
by the 
landscape 
becomes 
more dis- 
tinct and 
thus more 
engrossing. 


fication would create WAV files 
from all digital-audio data, including 
communication audio. It would then 
turn that data into positional 3-D 
sound, eliminating the need for- 
third-party, 3-D solutions. But don’t 
throw away your Spatializer or Dolby 
3-D analogue speakers just yet 
Positional sound under AC *97 
requires digital speakers. Currendy, 
several companies, including: 

Creative Labs; Crystal 
Semiconductor, Oak; VLSI and 
Yamaha are working on digital 
chips. In fact, Creative Labs say that 
they are designing a digital compo- 
nent that will be 10 to 12 times more 
powerful than its current offering. 

The Bee’s Knees? 

The first samples of the AC *97 
controller should be available some- 
time this spring and there should 
be mass availability by December 
1997. You can expect to see the first 
implementations on motherboards, 
probably the 64-pin package on 
midrange-to-high-end designs. 

Imagine a pair of 
cookie-size 
devices that 
weigh next to 
nothing and 
generate crystal- 
clear stereo 
sound seemingly 
out of thin air. 

[pill 
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BIG POND OR 
LITTLE PUDDLE? 


The pitfalls of Telstra’s cable modem service examined by Jere Lawrence 


T plstra Big Pond they call it. If 
ever anyone were to describe 
the Internet. A great big pond 
would be a brilliant analogy to use. 
This clever analogy however makes 
it easier for us to point out Telstra’s 
megalomaniacal controlling of this 
“big pond” from a raging roaring 
river of rapids to a tiny sluice. 

TCP/IP - Internet 


For those who have more of a life 
than to sit reading wordy technical 
manuals on computer protocols 
you probably don’t know how 
TCP/IP within the Internet works. 
It’s actually quite simple and inge- 
nious at the same time. 

Basically, TCP/IP, the (Tjransport 
[C]ontrol [ Protocol resting on the 
[I Internet [Protocol allows data from 
multiple applications to be organised 
and distributed. The organisation 
process is actually called a TCP port. 
A port, as in a place for a ship to 
dock, adds wonderfully to our big 
pond water analogy. 

These ports are all numbered a 
certain way and the ships that leave 
the sender's dock carry the port’s 
number. The ships are essentially 
the data you send. For example, if 


Firewalls 

A Firewall is a handy little device 
to prevent hackers from breach- 
ing your network. It’s sort of like 
a massive customs dock with in 
the port. Using the ship analogy. 
When the ship pulls in at the 
port, the data instead of being 
unloaded into the truck for 
transport is first interrogated by 
the customs officials (firewall). 

If the port is banned by the cus- 
toms area (firewall) then the 
freight is rejected, the contents 
destroyed and the ship told to 
be “on its way”. A number of 
companies use firewalls to 
ensure that unpleasant hackers 
cannot breach their network and 
examine their confidential data. 


you were sending email, you could 
imagine the process like this. 

Once your message is finished 
and you press the send button, 

TCP port 25 is opened. Trucks roll 
out with your message and fill ship 
number 25 up at port 25. Once the 
data is all loaded up into the ship, 
it leaves port 25 of your computer, 
goes across the great “Big Pond” to 
its destination, docks at port 25 
there, unloads the data from the 
ship to the trucks and transports it 
to the recipient’s mail program. 

Pretty nifty isn’t it? Even niftier is 
the fact that there is literally an infi- 
nite possibility for the allocation of 
TCP ports. Port 25 is for sending 
email, port 80 is for the World 
Wide Web, port 65,000 could be for 
Super wow VR program X of the 
future. Currently, an average Unix 
box could have over 7000 ports doc- 
umented in its services file. 

The Right Way. 

The Telstra Way 

All these ports are wonderful. 
They’re literally the essence of the 
entire Internet. Not to Telstra 
though. Where every service 
provider in the country offers 
access to the internet over any port 
they desire, Telstra is using a 
Firewall to make sure that only a 
relatively small few are accessible 
to the cable customer. They offer 
these services only, web access, e- 
mail and news, ftp, telnet, IRC, 
RealAudio, and RealVideo. That’s 8 
ports out of a potentially unlimited 
number, which sucks. 

Ultimately this means that the 
game of ultra fast Red Alert you 
were dying to play with a bunch of 
mates over Telstra’s cable network 
will not happen, as Red Alert uses 
port 5009, which is not accessible 
through their firewall. Quake too, 
not a chance. The only data you’re 
going to get from Telstra are from 
the ports that we listed before! 

The Backlash begins 

Needless to say, we’re furious. This 
kind of control that Telstra is attempt- 


ing to enforce on the innocent indi- 
vidual is akin to a time back in the 
early 18th century. Like a bizarre 
scene from Oliver twist, if we want 
access to a particular TCP port which 
everyone else in the world would have 
access to, we would have to approach 
on bended knee. Asking Mr. Bumble 
(an appropriate name to analogously 
link to Telstra) “Please Sir, I want 
some more”. Just like in the movie, 
you can imagine the response. 

Short of using an impressive 
number of expletives with which to 
describe the situation, we thought 
it only fair to hear Telstra’s side of 
the story. We spoke to the perky 
Myrna Van Pelt, Manager of Public 
Relations Telstra Multimedia, and 
put the hard questions to her. 

1 . How would you describe the 
Telstra cable network i.e. 

the service you offer to the 
customers? 

It’s a premium product using the 
latest technology. The Big Pond 
Cable Internet product offers cus- 
tomers a high speed communica- 
tions system from their home to the 
Internet and Internet related prod- 
ucts including the World Wide 
Web, email, news groups, file trans- 
fer, Internet relay chat and Telnet. 

2 . This product is more than an 
Internet service though. It's o 

; high speed data delivery system 
in the home which equips our 
customers with a platform for 
future services. 

With a unique home page at the 
cutting edge of broadband multi- 
media technology, it utilises visu- 
als, sound and video. It’s a show- 
case for what the Internet is sup- 
posed to be like. The site delivers 
full screen streaming video, CD 
quality streaming audio, high reso- 
lution virtual reality displays and 
samples of online games. The 
product has several features and 
benefits key to the target market, 
which are frequent Internet users. 

In summary the benefits are: 

- High speed in both directions; 

- Ready when you are 


- when your computer is on, 
you’re on the Internet; 

- Quick and easy to use - no dial- 
ing, no waiting and no more busy 
signals; 

- Keeps your phone line free 

- no need to add a second phone line 


Powerplay 

responds: 

Due to the “formal” nature of 
the responses, we felt some 
points needed explaining, or 
more importantly, refuting. 

Question 1 

“It’s a showcase for what the 
Internet should be like”. If you’re 
not still laughing over this one, 
we found the answer to be 
delectably ironic. A few pretty 
videos is what the Internet is 
about? We think not. 

Question 2: 

We don’t believe the issue of 
Hackers is debatable either! In 
order for a hacker to gain access 
to an individuals PC, a program 
(or server) must be running in 
order for this to occur. 

On your home PC, you would 
have to be running a telnet serv- 
er, or Web server etc. in order for 
people to access your machine! 

A copy of Windows 95 setup out 
of the box cannot be hacked on 
the Telstra Network because 
quite simply, there’s no software 
running on it that could respond 
to an access request. 

Question 13. 

This answer is really evasive. 

The reality is whether by cable 
modem, modem, tin can or car- 
rier pigeon, TCP/IP will work the 
same way. The servers they 
would have set up to utilise the 
Internet, on a software level 
would be no different to the 
setup at any modem-based ISP 
such as Magnadata or IBM. 
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- A new communications system 
in the home. 

3. why do you firewall off so 
many ports for your customers? 

The service has been configured 
to maximise performance as well as 
simultaneaously maintaining the 
integrity of the system. Many of 
the issues surrounding firewall port 
access involve security to service. 
Any potential changes we make to 
the firewall will always have to be 
balanced with the desire to main- 
tain the integrity and security of the 
service. We are currently consider- 
ing all our customers’ requests 
which include making more ports 
available. We also hear from cus- 
tomers who have expressed their 
sense of comfort and the security 
that the firewall affords them. 

4. You keep on making claims of 
security! What ore you protect - 
ing everyone from? 

We believe the network needs to 
be secure. We don’t believe the 
issue of hackers is debatable, it’s a 
reality and more to the point it's an 
issue to many of our customers. 

5. Why can’t people BIHIND the 
firewall access each other on 
unlimited ports? 

The question implies a number 
of things - they can email each 
other - but in terms of directly 
accessing PCs we have set our net- 
work up so that one person cannot 
access another person’s PC by 
choice. We protect our customers 
by explicitly designing the network 
so that it deters people from prob- 
ing around other people’s PCs. 

6. why do you not offer perma- 
nent IP addresses? 

Our whole network is built 
around dynamically assigned IP 
address. This system allows us to 
make more efficient use of the IP 
address space and make efficient 
use of the available number range. 

7. Was Telstra Cable Internet on 
attempt to rekindle lost causes 
such os Viotel ond Discovery? 

No. Discovery has migrated to 
Discovery 2 and services such as 
Viatel have migrated and devel- 
oped into other products and ser- 
vice more relevant to the dynamics 


of the Internet environment. 

8. Were you trying to create a 
controlled environment where your 
own services come first and the 
Internet was a secondary point? 

No. The strategy behind Telstra 
delivering a solution for High 
Speed Internet Access was based 
specifically on Internet Users 
demand for increased speed and 
improved bandwidth. 

9. If you persist with the fire- 
wall, will you install your own 
internal servers for ploying 
gomes among other things? If 
you do, will you charge people 
to use these servers? 

We are considering further prod- 
uct developments and it is likely 
that these will include games. 
Charging has not been an issue 
that has been discussed. 

10. whot hove been your cus- 
tomers responses to the fire- 
wall and the immense restric- 
tions placed on them? 

In my opinion, what you refer to 
as immense restrictions probably 
refers to only 1-2% of all applications 
that our customers would normally 
access on the Internet. Having said 
that, we are keen that this product 
offers the best that is available. We 
will actively look at making all appli- 
cations available, whilst continuing 
to consider and maintain the integri- 
ty/security of the service. 

11. were these restrictions put 
in place because of fear of 
telephony over the Internet? 

No. The issue is security not tele- 
phony defence, and attending to 
customer demand for faster, more 
efficient Internet access. We are 
currently looking at telephony over 
the Internet for our entire Big 
Pond Product suite. This is a key 
area of development and we are 
cognisant of the growing trends. 
Whilst Telstra currently has a dedi- 
cated and quality PSTN network 
etc - we continue to look at all 
emerging technologies. 

12. Is there the possibility that 
the firewall will be dropped? 

No. The firewall will not be 
dropped. It’s part of our network 
architecture. However, we are con- 
sidering changes to the firewall to 
attend to our customers needs. 

13. why is Big Pond Home offering 
unlimited ports ond FULL Internet 
usage for its customers? Yet the 
cable customers ore not offered 
the some service! 

iThe two services are based on 
different architectures. The design 
of the Big Pond Cable Internet is a 
complex system which includes a 
marriage of the network and the 
server complex. 
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MUSIC TELEVISION 


Ui, SMASHING PUMPKINS, ALANIS MORISSETTE, 
BJORK, PAUL WELLER, METALLICA, JOHN LENNON, 
KURT COBAIN & COURTNEY LOVE, DAVID BOWIE, 
BEACH BOYS, TORI AMOS, PEARL JAM, PAUL SIMON 


Get a Free copy of the 
Rolling Stone/ Omnibus Press/ MTV 
book, Rock & Roll Adventures, featuring 
U2, Smashing Pumpkins, Alanis 
Morissette, Metallica, Paul Weller, Kurt 
and Courtney and Pearl Jam. Be the life 
of any party with your new-found 
amazing rock & roll knowledge. 

Free with the August issue of 
Rolling Stone, on sale now. 
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A BETTER WAY 
TO CONNECT 

USB and Firewire mark the end of the configuration blues. 



USB S Firewire - Salvation for anyone who has trouble understanding manuals, i.e everyone, mainly 


P Cs today have a wide variety 
of ports to connect your 
external devices to, serial 
ports, parallel ports, keyboard port, 
bus mouse ports, games port... 
There has to be an easier way to 
connect devices to your PC, some- 
thing that will do away with the 
mass of spaghetti wiring that pro- 
trudes from every connector on a 
heavily populated PC. If you need 
to connect a printer, there’s two 
choices; serial port or parallel port, 
most will plug into the parallel 
port, but what if you need to plug 
something else there like a Zip 
drive? Looks like a switch box 
might be needed, painful. 

Same goes for the serial ports. 
There is usually only two of them, 
so if you want to connect another 
device other than your modem and 
mouse then you will need to invest 
in another serial port card. Then 
trying to get the damn card to work 
can be a nightmare, changing 
jumpers and deciphering strange 
cryptic settings only to find that the 
IRQ you want is being grabbed by 
your Plug and Play aware sound 
card. Salvation is around the cor- 
ner with the development of two 
new ways of connecting peripher- 
als to your PC. 

Plug and Play - really! 

USB (Universal Serial Bus) is the 
first of the new breed of ports to 


offer a light at the end of the tun- 
nel. USB allows easy peripheral 
expansion without the need to 
remove the PC’s casing or worry 
about IRQ’s and I/O addresses. 
USB is a new serial bus standard 
that is supported by big name com- 
panies like Compaq and Microsoft, 
to name a few. Basically it allows 
the attachment of peripherals rang- 
ing from modems to monitors to 
telephones, all through a standard 
port connection. 

Another emerging 
standard for external 
peripheral expansion is 
the IEEE-1394, or 
Firewire as it’s com- 
monly known, this 
allows external devices 
to be attached that 
require greater band- 
width, like DVD players 
and Digital video 
recorders. 


USB 

Universal Serial Bus offers users a 
very simple way of attaching low to 
middle bandwidth devices to their 
systems. PCs equipped with a USB 
port can have up to 127 devices 
attached simultaneously in a daisy 
chain fashion. I’m sure that’s more 
than enough for most users. 

USB has a maximum throughput 
of 12 Mbits per second, you may 
think that this isn’t much, but 
remember older style serial ports 
could only reach maximum speeds 
of i^Kbits per second. As you may 
have guessed, the USB port is 
intended for peripherals that do 
not require massive amounts of 
bandwidth, like keyboards, mice, 
printers, and low-end scanners. 
Advanced gaming peripherals like 
VR gloves, helmets and advanced 
joysticks should also be definite 
candidates for USB connections, 
providing an easier way of connect- 


ing such devices without the need 
for dedicated cards to be installed 
for each type of peripheral. 

USB devices interface with your 
computer by using a connectors 
like the one you see on this page. 
These connectors can also carry 5 
volts of electrical current so devices 
attached to the USB port may not 
need their own power supplies. Of 
course, bigger devices will need 
external power supplies. USB is 
also fully Plug and Play aware, 
meaning there is no need to mess 
around with IRQs or I/O addresses 
when installing new hardware. All 
that is needed is for the user to 
plug the USB device in and the 
operating system will do the rest, it 
will configure the device with a 
unique address, then load the nec- 
essary device driver for you (about 
time too!). USB also supports hot 
swapping, meaning devices can be 
connected or disconnected while 
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Firewire can handle up to 63 
devices attached and also offers true 
Plug and Play operation, just like 
USB. The similarities to USB end 
there though, as Firewire can han- 
dle data rates of 100 - 20oMbits per 
second, with data rates of 40oMbits 
per second and i.2Gbits per second 
being developed as we speak. 

Watch out for Firewire hard dri- 
ves to start appearing at 20oMbits 
per second transfer rate. This cer- 
tainly beats the hell out of even the 
fastest hard drive's we have now, 
Ultra-Wide SCSI which max’s out 
at 4oMbits per second. Firewire 
also totally wipes the floor with pre- 
sent mass consumer hard drive 
standards, ATA-IDE reaches speeds 
of only i6.6Mbits per second, even 
the new Ultra-DMA33 IDE can only 
muster 33Mbits per second peak. 

Firewire will initially be confined 
to the high end video editing and 
server markets. Devices like DVD 
players, digital video cameras will 
all benefit from Firewire's impres- 
sive transfer speeds. Don’t expect 
Firewire to appear in off the shelf 
PCs anytime soon, as Firewire 
does not have a low speed option. 

A combination of USB and 
Firewire ports should cover all pos- 
sibilities, though. 

The new way 

PC peripheral installation using 
USB or Firewire is going to 
become what Plug and Play cards 
should have been - easy expansion 
of your PC. Gamers can expect 
USB joysticks and game con- 
trollers as well as USB speakers, 
USB keyboards and USB modems 
to name a few. 

USB and Firewire will effectively 
make the PC itself more appealing 
to the general public, as there 
would never again be a need to 
remove the cover of the PC, which 
a lot of games players would be 
eternally grateful for. 

Garry Wallis 


hub is necessary when connecting 
multiple devices, as most USB 
peripherals will not have pass- 
through connectors for the connec- 
tion of other devices. The amount 
of available USB products will cer- 
tainly increase in the near future as 
more and more vendors jump on 
to the USB band wagon. 

If you are wanting to take advan- 
tage of USB devices now, there is 
currently only one operating system 
that natively supports it straight out 
of the box, which is Windows 95 
OSR2 (OEM service release 2 ver- 
sion 4.00.950 B). When purchas- 
ing a new PC. make sure that there 


Connection types and their relative throu ghput 


Connection standard 

Bus 

Speed 

number of devices 
that can be attached 

Effective Throughput 
(Mbits per second) 

Std Serial port 

serial 

1 

0.1152 

Std Parallel port 

Parallel 

1 

1 

USB 

serial 


12 

FireWire 

serial 

63 

100-400, 1200* 

* In development 







"Peripheral installation using USB or Firewire is 
going to become what Plug 6 Ploy cords should 
hove been ” 


the PC is still running, without the 
need for the system to be rebooted. 

USB devices are slowly starting 
to appear, but are quite rare com- 
pared with peripherals using the 
old standard type ports. There are a 
few monitors around that support 
USB and have 3 or 4 USB ports on 
them, the monitor can then act as 
a hub for the connection of other 
USB compliant products. A USB 


is a USB port 
attached and that 
Windows 95 
OSR2 is installed 
on to the PC. If 
you already have 
a PC and it's rela- 
tively new, then 
you may find that 
your motherboard has the relevant 
pin outs for USB connectors and 
the necessary logic, but has no 
physical connector attached. These 
systems may also require a BIOS 
update to function correctly even 
when a USB port is attached to the 
pins on the motherboard. Talk with 
the people who sold you your PC to 
see whether a USB port can be 
added and at what cost. On the 


older motherboards (486 mother- 
boards and pre Intel Triton II 
chipset Pentium motherboards) a 
separate PCI card may need to be 
purchased to give you one or two 
USB ports. 

USBs maximum transfer speed 
of i2Mbits per second rules out it 
use for high speed equipment, but 
another serial bus standard IEEE- 
1394 or Firewire as it’s commonly 
known should fill this gap. 

Firewire 

Firewire is another new serial 
bus standard that has been 
designed to compete with the age- 
ing SCSI bus standard and the 
other proprietary high speed exter- 
nal connection methods. 







VGA CARDS 


Dealer Enquiries Welcome 


Give your customers 
Value-for-their-Money. 

Call today for current 
wholesale prices on: 


- Eagle S3 Trio Series 

- Eagle S3 Virge (3D) 

- Eagle Trident: 

9440, 9680, 9685-3D 

- Eagle Cirrus Logic: 

5440, 5446 

- Eagle ET 6000 

ADD-ON CARDS 

- Eagle ESS Sound Cards 

- Eagle Crystal Sound Cards 

- Network Cards 

- ISA Super IDE Controller Cards 

MOTHERBOARDS 

- Pentium Motherboards 

- Pentium Pro Motherboards 

- Pentium Motherboards with 
Creative Vibra 1 6C Sound Chip 

- 486/5x86 Motherboards 

ESPCO COMPUTER 
(Australia) PTY LIMITED 

ACN 003938065 

2B Whiting Street, 

Artarmon NSW 2064. 

Phone: 02-9906-3100 Fax: 02-9906-3374 


All brand names mentioned are registered trademarks of their respective owners. 
Product specifications are subject to change without prior notice. 
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SETUP 


with Ashton Mills 


It's « bird! It’s p 
plane! It’s a Pentium 

THAT KEEPS ON DARN WELL 

crashing! Who you 

GONNA CALL? 


Setup 

PC PowerPlay 
Reply Paid 434, 

78 Renwick st. 

Strawberry Hills 
NSW 2014 

SETUP@PC POWERPLAY. NEXT. COM. AU 

When you write, remember to 

INCLUDE AS MUCH PERTINENT 
INFORMATION AS POSSIBLE. SEND 

your CONFIG.SYS and 
AUTOEXEC.BAT and any associ- 
ated * INI files for Windows 

THAT MIGHT TELL ME MORE ABOUT 
YOUR PROBLEM. GlVE ME AS 
DETAILED AN EXPLANATION AS YOU 
CAN AND BE SURE TO INCLUDE AS 
MUCH DETAIL AS POSSIBLE ABOUT 

your PC. Feel free to email 

YOUR QUESTIONS OR, IF YOU WANT 
TO SNAIL MAIL, PLEASE REMEMBER 
TO WRITE CLEARLY OR BETTER STILL, 
PRINT YOUR LETTERS. 


System Properties 


General Device Manager | Hardware Profiles | Performance | 
View devices by type View devices by connection 


|"J Computer 
^ CDROM 
-=J Disk drives 
g! Display adapters 
Floppy disk controllers 
^ Hard disk controlers 
^ Keyboard 
■I Monitor 
Mouse 

lj) Network adapters 
J Ports (COM Sc LPT) 

& Sound, video and game controllers 

m 

System devices 
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Creative Gameport Joystick 


Properties 


Refresh | Remove | Print.. 


OK 


] 


Cancel 
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dramatic decrease in the perfor- 
mance of my Intel Pi 20 and after 
playing the MDK demo on your 
CD last month and using the per- 
formance option it rated my sys- 
tem as below that of a P90. So 
could this performance decrease 
be attributed to the CPU and if so 
would I be able to get a replace- 
ment under warranty? 

3. Third and final question. The 
computer I use at home is connect- 
ed to another computer which 
allows me to connect to the internet. 
But after purchasing a 3D Blaster 
and Quake, for some reason I have 
an uncontrollable urge to frag some 
living opponents. So, do you know 
if there is a proxy program that will 
allow the net connected computer to 
act as a gateway. 

Rees 

Internet 

1. Surround sound using 
two cords isn't on easy 
or widely supported thing. 
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Joystick problems? Ask tech- 
boy Ashton! 


Joyfu l sticks 

JJJ 1 1 recently got a Creative 
Hu Labs Sound Blaster Pro 2 
for my computer and am unable to 
play any games which require a 
joystick as there are no gameports 
turned on. How do you turn game- 
ports on as I have Thrustmaster 
Formula T2 and I don’t want it to 
go to waste. 

Thanks, 

Adam Wilson 
Internet 


In DOS your joystick port 
should be enobled by 
default. Any gomes you ploy 
shouldn’t have any trouble find- 
ing your joystick. Windows, how- 
ever, is o different matter. You 
won’t be oble to ploy joystick 
games in Windows 95 unless you 
install the joystick driver. 

To do so open up Settings — > 
Control Panel — > Add New 
Hardware. Then say ’no’ when it 
suggests it should find hard- 
ware. Next select ’Sound, video 
and game controllers’ and then 
under ’Microsoft’ select 
’Gameport Joystick’. You’ll need 
your Windows 95 CD for it copy 
the drivers from. 

After you reboot you should find 
a Joystick device under the 
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Device Manager in Control Panel 
— > System. If you click on 
Control Panel — > Joystick you’ll 
find some options that allow you 
to configure what type of joy- 
stick you have (for which the 
Thrustmaster range is one). 


Mixed bog 

^ I’ve three questions for the 
infinite wisdom you guys 
always seem to display. 

1. After reading last issue, I 
noticed you said that it was possi- 
ble to have two sound cards in the 
one computer to experience sur- 
round sound. My first question is 
how do you do this? 

2. A little while ago I noticed a 


Putting a second sound in is 
easy. Configuring it to use dif- 
ferent IRQs and DMAs to your 
first sound card is relatively 
unproblematic. Using both at 
the same time, however, is! For 
a start you’d need to hook up 
another two speakers to the 
second sound card — easy if 
you’re using crappy small com- 
puter speakers with a head- 
phone jack, not easy if you 
normally use an amplifier to 
get real sound through real 
speakers. The amp normally 
only has two RCA jacks for left 
and right for each source. So, 
you’d need a second amp. Or 
you could buy a multichannel 











amp, which you need for real TV 
surround sound onyway (which 
means you'll be buying a sec- 
ond amp nonetheless). 

But all this is irrelevant if you 
don’t have software pro- 
grammed to use both cards at 
once. In my time I’ve only ever 
seen one program to do this — o 
DOS MOD player called Cubic that 
allows you to pipe sound out 
through two Gravis Ultrasound 
cards. Best way to get surround 
sound is to buy o surround 
sound amp and leave it up to 
the Dolby codes for simulated 
surround sound! 

2 . Do you know what caused 
your P 1 20 to run much slower? 
Did any program make a differ- 
ence or have any BIOS settings 
been changed? CPUs don’t 
normally suddenly change their 
performance, they either die 
or don’t die, and even this 
takes a very long time. You 
could upgrade your CPU but I 
think it’s best you try and 
figure out what may have 
caused the drop in perfor- 
mance and fix it. A cleon and 
new install is an easy option. 

If it’s still there, take the 
machine back to where you 
purchased it and ask them to 
find the problem. Ignore the 
performance value MDK gives 
you, it's only performing some 
basic tests and it’s by no 
means a reliable benchmark of 
your machine’s performance. 

3 . There sure is. An excellent 
little program called WinGate is 
freely available on the Web 
and will let you access the 
Internet through another 
machine with a connection. 

Just follow the docs and it’ll 
work first time. 


Memory is made of this 


/S:Do /T:i /DiMSCDooi 

EVJl I’m struggling with my 


DEVICE=C:\WINDOWS\SETVER. 

IdU conventional memory. I 


EXE 


need 570k at least for Origin's 


DEVICEHIGH /L2.10592 

game, Privateer. The trouble is. 


-C:\SB16\DRV\CTMMSYS.SYS 

I've just upgraded my hard drive 



I have to ask: 

to cope with Drive Space 3. It 



DriveSpace 3 , WHY? With 

takes up heaps of conventional 


the price of hard disks nowa- 

and I can’t put it in Upper 


days there is, quite seriously, 

Memory. Help! I didn’t have a 


no reason whatsoever to use 

problem before. 


disk compression software. It’s 

Ashley Angus 


an obsolete technology that is 

Perth. WA 


no longer required and has so 

Autoexec.bat 


many drawbacks, one of which 

SET S 0 UND-C:\SBi 6 


you’ve already discovered. 

SET BLASTER-A220 I5 Di H5 


Because your disk is com- 

P330 T6 


pressed, you need to have the 

SET MIDI-SYNTH:i MAP:E 


DRVSPACE drivers in to access 

C:\SB16\DIAGNOSE /S 

your disk, ond this takes up 

C:\SB16\SB16SET /P /Q 


memory permanently. Still, we 

LH /L2, 26512 


can squeeze a little more into 

C:\WI N DOWS\COM M AN D\M SC 

your system, starting with the 

DEX.EXE /S /E /D:MSCDooi /M:5 


CONFIG.SYS: 

/v 


Remove the /HM AMIN switch, it 

PATH C:\WINDOWS;C:\WIN- 

won’t make a difference. 

DOWS\COMMAND;C:\ASH 


Remove the WIN= lines from your 

LH /L2, 12848 


EMM 386 line. If you want to use 

C:\GAMES\CC\MFI.EXE 

Windows, make a second boot 

S ET TEM P-C:\WI N DOWS\TEM P 

tailored for Windows. For DOS 


you wont it to be cleon, so I’m 

Config.sys 

assuming you’re going to make 

DEVICE-C:\WINDOWS\HIMEM. 

the changes I suggest here and 

SYS /HMAMIN-63 

make it your first boot option 

DEVICE-C:\WINDOWS\EMM386 

(how to moke multiple boots? 

.EXE RAM HIGHSCAN I-Booo- 

Read up in the DOS help files). 

B7FF WIN-B500-B7FF 

Set your LASTDRIVEs to a lower 

WIN-B200-B4FF 

value. 


BUFFERS-22,0 

Try to use DEVICEHIGH on your 

FILES-30 

DRVSPACE.SYS lines. Most disk 

DOS-HIGH, UMB 

compression software recom- 

LASTDRIVE-Z 

mends against doing this, but 

DEVICE»C:\WINDOWS\COM- 

some products seem to work fine 

MAND\DRVSPACE.SYS /MOVE 

in high memory. Load these lines 

DEVICEHIGH /L2, 27056 

high (if they can) at your own 

-C:\SB16\DRV\CTSB16.SYS 

risk. 


/UNIT-o /BLASTER-A:220 L5 

Remove SETVER , don’t need 

D:i H:5 

that. 


DEVICEHIGH /L2, 25456 

Remove your SOUND BLASTER lines 

-C:\SB16\DRV\CCD.SYS /P:220 

(except the CD-ROM line). Your 


card should (but no guarantee) 
work fine with just the SET 
BLASTER: ond DIAGNOSE lines in 
your AUTOEXEC.BAT 
You might also try removing the 
/L: parameters. DOS will load 
your programs in a best-fit 
manner anyway and sometimes 
this is better than what mem- 
maker can find. 

Generally, though, you’ve shot 
yourself in the foot using 
DriveSpace 3 AND Windows 95 . 

DOS 7 from Windows 95 is already 
a huge memory hog and adding 
DriveSpace to it has made it 
practically impossible for you to 
achieve high free memory. 

Your other option is to install 
DOS 6.20 and make a lean mean 
DOS boot with just HIMEM and a 
few other lines. The problem is, 
DOS 6 can’t co-exist with 
Windows 95 so you’ll either have 
to boot from a floppy or pur- 
chase third party multi-boot 
managing programs like System 
Commander that allow you to 
use DOS 6 and Windows 95 
together. Also, whenever you do 
make a final fast DOS games 
boot, ALWAYS use the HIMEM, 
MSCDEX and EMM drivers from 
your \D 0 S directory, not 
\Windows. 


more setup 
over,.. 
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Hope RAM needed 

Hf”l I have a 386SX 25MHz PC 
I^Jwith 4M of memory oodles 
of hard drive a Adlib Sound Card 
and a Microsoft Mouse. 

I have Return to Zork but it does 
not have any Sound or Voices, 
only Music. 

I am only 9 years old could you 
please help me? 

George Bisbikis 
Balgowlah, NSW 

It’s good to see 0 gomes 
player starting so young! 
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But I’m afraid there’s not o lot 
you can do for Zork. with only 
4M of RAM I’m not surprised 
you’re not getting any sound 
effects or voice. In fact, I’m 
surprised you’re actually run- 
ning Return to Zork on 4M of 
RAM. About the only thing you 
can do is to disable music and 
enable sound effects and voice 
— oil three of these suck up 0 
lot of RAM and your system is 
probably only capable of doing 
one of them at a time. By dis- 
abling music you should hope- 
fully make room for sound 
effects and voice. 


Internet gaming 

WPJI I own a 686/P120+ with 
16 meg of RAM. a i6bit 
Soundblaster card and an old 1/2 
meg Trident video card. I have a 
few questions I would like to ask. 

1. I frequently log onto Games 
Universe to play SERIPX. I am 
not currently registered. 
Whenever I play a SERIPX game 
against others the game jerks 
very badly when I’m around 
other Dukes in Duke 3D. I was 
wondering if I bought a 64bit 
PCI network card if it would stop 
jerking? As I currently have no 
network card. 

2. Also, I have only a ixCD and it 
runs tons of games that say on the 
games minimum requirement sec- 
tion 2 xCD required to play? I can 
play NFS (SE), Warcraft 2, Worms, 
Magic Carpet 2, Syndicate Wars 
and Dark Forces. They take a while 
to get into actually playing but they 
run smooth. Why is this? 

3. Lastly, would I be able to play 
Red Alert on a ixCD and NBA 
LIVE ‘97? As I am buying both 
shortly and I can’t be stuffed get- 
ting a new CD drive. 

Thanks for your time. 

Eliot Sotriou 
Brunswick, VIC 


1. I’m not surprised. 
Your video cord is 
old and doesn’t per- 
form very well with games, but 
your main problem is that 
you’re playing games through 
your modem when you log onto 
Gomes Universe. Modem’s 
aren’t particularly spectacular 
devices to play games over, 
although this depends on the 
type of game and the method 
you use to connect with other 
gamers. There’s not a lot you 
con do to decrease jerkiness 
here. Have you closely fol- 
lowed Games Universe’s 
instructions for modem play, 
especially any references 
made to enabling or disabling 
compression? Your only other 
solution is to upgrade to a 
faster modem. That’s just the 
way it is, bud. 

A 64bit PCI Network card is def- 
initely what you want to play 
games over, but will do jack did- 
dly for your situation. A net- 
work card is used to allow your 
PC to communicate over a net- 
work — which themselves are 
ponnected (more commonly) by 
coaxial or twisted pair cables. 
Using your modem to play games 
over the Internet or games 
provider is performed through 
your rather limited serial port — 
a communications device built 
into your PC and completely 
separate from networks. 

2. A single speed CD spins at 
around I50k/sec, a double 
speed at 300k/sec and so on. 
No matter what the speed your 
CD-ROM it will always be able 
to read and play games 
released on CD. The reason 
you see some gomes recom- 
mending a minimum speed sim- 
ply has to do with playability. 
They may recommend a 2x CD- 
ROM because they feel you 
won’t get much enjoyment 
playing the game on a slower 
CD-ROM — it’s not impossible, 
just less fun. Generally it’s 
good idea to try and meet the 
minimum requirements and, if 
possible, exceed them. 

3. Red Alert should work fine 
with your lx CD-ROM, apart from 
taking a long time to load. Just 
turn off in-game music so your 
game won’t be slowed by the CD 
trying to load music. It’s good to 
see such dedication to gomes! 
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Random Access 

Welcome to Random Access, a column dedicated to interest- 
ing, useful and informative tips about anything and every- 
thing to do with your PC. Be it hardware, software, DOS or 
Windows you’ll find tips and tricks listed here every month. 

If you have some tips of your own you’d like to share with 
other gamers such as yourself feel free to send your tip into 
Setup and, if we publish it, we’ll be sure to credit and print 
your name. 

More Windows wonders 

Remember last month when I said to ignore anything Windows recom- 
mends, because it has absolutely no idea what it’s talking about? Well 
another fine example of Windows 95’s ability to be inefficient is its han- 
dling of the internal cache. You see, Windows 95 has a dynamically 
resizing cache. The concept is good — it means the cache will shrink 
itself if more RAM is required for programs — but it’s been poorly 
implemented. Generally Windows 95 will allocate anywhere between 
10% and 50% of your RAM for the internal disk cache. On a 16M sys- 
tem you could be running with an 8M cache, and on a 64M system 
Windows 95 allocates 30M to the cache! Talk about overkill. 

This is inefficient because when you go to load a program Windows has 
to make room for it by shrinking the cache (thereby writing to disk any 
information within it) before it can start reading your program from the 
drive. Moreover, Windows often prefers to keep the cache at a relative 
size, sacrificing essential Windows runtime files and loaded programs 
in memory over disk cache. It all takes time for Windows to flush the 
cache, read in any information that was previously swapped out due to 
the large cache size and then read in the program you’re trying to load. 
The solution? Force a minimum and maximum cache size in Windows. 
You want to create a static cache, one that doesn’t resize, and set it to an 
acceptable limit. For example, on a 16M machine a 2M cache is fine, 

4M if you don’t intend to load many programs. On a 32M machine, set 
it to 8M and keep it there. Anything more than 8M is simply wasted 
memory. On a machine of 16M or less you might consider forcing the 
maximum to be 2M or 4M but keep the cache dynamic by forcing a 
minimum of iM so that, if necessary, Windows can make room for 
more programs but still keep the cache at a size where it will be useful 
(anything less than iM isn’t terribly useful). 

Set your cache size thus: 

Edit your SYSTEM.INI file and under the |vcache] section (if it's not 
there, create it) add: 

MinFileCache=4096 

MaxFileCache=4096 

Remembering to change these values to whatever values best suit your 
system and your needs. After rebooting you’ll actually have RAM free — 
it won’t be sucked up by the cache. So when you go to load a program it 
can go right on in to your free and available RAM. 

Speed demon, rnyone? 

This is for all you BBSers and Internet freaks. It’s not a great perfor- 
mance enhancer, it doesn’t fix any bugs or make life any easier, but it is 
sexy. Well, cool at least. 

Get into a nice comfy terminal mode with your modem. If you’ve never 
experienced this (quite possibly if you're a Windows user) it means you 
should open up a communications program and enter ‘terminal mode’. 
DOS users do this anyway, Windows users will have to open 
HyperTerminal or some equivalent program. 

Once in terminal mode issue these two glorious commands: 

ATSii=55 

AT&W 

Now try calling somewhere. Are you impressed yet? Of course you are. 
There is one consideration, however. Depending where you live your 
connection to the telephone exchange might not be able to handle the 
dialing speed. In this situation simply increase the value for Sn to 60 
or even 70. What do the two commands do? Sn is the dialing speed 
register in your modem. &W writes the information permanently. 
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Ripper 

H Please help me. I’m stuck 
in Ripper. I’m in the 
Wafford’s cottage and there are 
three clocks. Could you please tell 
me the right times for each clock? 
James Sawyer 
Brisbane, Qld. 

Ok James, here’s the answer, 
try not to read the whole 
thing, a few initial clues may just 
help you to figure it out. 

Set each of the clocks to the appro- 
priate time, using the Time Zone 
chart. 

Did you see the clock in the bedroom 
upstairs? 

Why these particular clocks? What 
(or where) do you associate with 
each one? 

Pyramid = Egypt 

Cuckoo Clock » Germany 

Army Clock » USA 

Time in USA is 2:35. Germany is 6 

hours later. Egypt is 7 hours later. 

It could be AM or PM. 

The answer is: Egypt 9:33PM, 
Germany 8:33, USA 14:33. 

DlSCWORLD 2 

H In Discworld 2 , 1 have the 
picnic basket to attract the 
ants, I capture them, but how do I 
get them into hex? Also, in Shadow 
of the Comet, how do you combine 
the methylated cotton bus with the 
painting and how do you get past 
the man at the well without being 
shot by the Indian? 

Andrew Wylie 
Prospect, South Australia 

In Discworld 2, do this. Go 
to XXXX land. Go to the 
right, and use the picnic basket on 
the anthill. Go back to the beach. Use 
the saw on the ironing board. Use 
the ironing board on the surf. Use the 
camera on the cave paintings. Go to 
the elven circle. Put the camera in 
your inventory, not the Luggage’s. 

Use the glue on the hooter. Use the 
hooter on the horse costume. Use the 
Librarian on the costume. Put the 
costume in Rincewind’s inventory. 
Enter the circle. 

Use the costume on Rincewind. Use 




the camera on the Elven Queen. Go 
to Unseen University, and enter the 
High Energy Facility. Use the ant 
filled basket on Hex. Use the wire 
bits on the pyramid plan. Use the 
honey on Hex. 

Use the Pyramid on Hex. Talk to 
Skagg, and pick the universe icon. 

Go to the hermit, and give him the 
answer. Go to Dibbler, at Hollywood, 
and give him the band, jingle, novel- 
ty, and babe. Go the make up room, 
and give the elven queen pictures to 
the make up girl. Talk to Dibbler 
again. Go to the shades, and use the 
dead certificate on the door at the far 
left of the shades, up the steps. Talk 
to the sheep, using the stunt icon. 
Give the sheep the cave painting 
photos. Get the reel, use it on the 
device. Use the elven queen film on 
the device. 

Shadow of the Comet, do this. • 

Check your logbook. In your room 
look in the dresser and take some 
absorbent cotton and the alcohol out 
of the drawer. Use them (U) to make 
a piece of cotton soaked in alcohol 
and use it to rub Boleskine’s draw- 
ing, which was in your trunk. You 
now have the two main clues for 
locating the Calvary. 

To draw a cross on the map, use the 
two clues you found on the gun at 
the archive keeper’s house and on 
the drawing you rubbed with alcohol 
indicate that the location is to the 
east of the Stalker constellation and 
to the north of the Beast constella- 
tion (the points of the compass are 
drawn on the sketch). At the point of 
intersection of these two lines a 
group of 4 by 2 stars form a small 
square: the picture zooms in auto- 
matically. Look up in logbook. 


but the door still won’t open. 

Use a bead in the eel statue and 
throw it in the water. Then feed the 
fish statue a bead and the doors 
will open. Now go to the canal. 
There’ll be a big octopus in the 
water. Put the crab in the cage in 
the water. The octopus will leave 
(with a burp) and you can cross 
over to the other side. Get onto the 
crab thing and put a bead in its 
mouth. Go around (go left) and use 
the stones on the spindles to open 
up the gates. You’ll eventually 
reach a section where there’s anoth- 
er flight of stairs. Go up and in the 
room and get the crescent machine 
part in the cupboard. Close the cup- 
board door and look at it. 

Little Bic Adventure 

H In Little Big Adventure, in 
the temple there are 2 
platforms, too high to reach, and 2 
levers that are also too high. How 
do I get onto them to find the book 
of Bu? I’ve been trying for 2 
months. 

Clive Leonc 
Kings Langley, NSW 
-a. Here is the Entire solution 
^ for Level 3 - White Leaf 
Desert, the place where the book of 
bu can be acquired. When you reach 
your destination you will be dropped 
off on some rocks just off the island. 
Jump across these rocks in the direc- 
tion of the island making sure you 
avoid the machine-gun fire emanat- 
ing from the pillbox on the island. 
Upon arrival at the beach, use your 
ball of power to kill any guards in the 
vicinity. Collect any items that the 
guards drop, especially the key 
dropped by the guard nearest the 


fence, because you then need the 
use of this to enter the compound to 
the south. 

Once in the compound, walk over to 
the desert and approach the old chap 
with the guitar. After talking to him 
for a while you’ll learn that he's look- 
ing for a sacred book which is in the 
underground temple accessed by the 
chimney by his side. 

Drop down this chimney and you 
enter a temple. This section of the 
game is split into two parts. The first 
part is completed by locating a small 
white statue and pushing this across 
traps and platforms to another 
pedestal. This action will open a door 
allowing access to the second part of 
the temple. This can be quite annoy- 
ing because things happen too 
quickly for you to consider what 
you’re doing, so you often make 
wrong moves. 

Anyway, when you complete this task 
with the statue, go through the door 
that opens and you get to part two. 
Part two of the temple is ’guarded’ 
by a massive log covered in spikes 
which rolls down the various pas- 
sageways, forcing you to fall through 
gaps in the floor or die! Whenever 
this approaches you must hide to 
one side and let it roll past. 

Apart from this log there are lots of 
creatures to shoot as well. In the 
end, if you are very skilful and lucky 
you will find the Book of Bu which 
gives you the power to read ancient 
runes and advances you to the sec- 
ond magic level (resulting in your 
ball of power turning to green). 

Once you have the book in your 
possession, return to the desert, 
and reapproach the old man who 
wanted it. He will tell you that you 


Fate of Atlantis 

H In Indiana Jones and the 
Fate of Adantis, I need to 
enter the Canals in Atlantis but 
there is an Octopus in the water. 
How do 1 get to the crab like raft. 
Do I have to catch a crab? How? 
Chunka 

Wheelers Hill, Victoria 

When you get to the crab 
room, you have to use the 
rib cage to capture a crab. By bait- 
ing it first, you can either use the 
wad of gum or the sausage in the 
cage. Put the cage in the pool and 
you’ll catch it. Find the room with 
the double doors. There’ll be a little 
fish statue that you can feed beads 
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should return home because you 
are the heir to some ancient ances- 
tral artifacts. 

Okay, so do as he says. Get back to 
the boat and this time select your 
destination as Citadel Island. When 
you arrive run back to your house 
and locate your cellar then enter the 
barrel to get to a secret grotto. 

Ever since you got the Book Of Bu 
you are able to read ancient runes, 
so you can now read the legend on 
the door. These runes tell that there 
are locked doors guarding your 
inheritance (the ancestral weapons) 
and these can only be unlocked by a 
key that the pirate LeBorgne stole. It 
says that this key is now hidden in 
his treasure. 

Now head back to the Citadel Island 
port. Upon arrival, approach the ele- 
phant with the block puzzle from ear- 
lier, and buy a ticket off him. Now 
take the ferry back to Principal 
Island. 

When you arrive, go to The Old Burg 
area again and chat to the rabbit by 
the wall. He will tell you that 
LeBorgne’s log is for sale somewhere 
in The Old Burg. Where else would 
something be for sale but a shop, 
you might ask, so head to the shop 
where you bought the gasoline and 
Mecca Penguin earlier, and talk to 
the shop-keeper about it. 
Unfortunately the log is no longer for 
sale because it was just sold to the 
librarian! Now you'll have to chase 
after it by running over to the library! 
When you reach the library ask the 
librarian about the pirate’s log and 
he will point you in the direction of 
an elephant at the back of the 
library. This elephant will read you 
sections of the book to your heart’s 
content, but the only section of 
interest is “LeBorgne’s Treasure”. By 
listening to this you will find that the 
treasure’s on Proximo island! 

Finding out this new information 
makes Proximo island visible on 
your Holomap, so you can now trav- 
el there straight away. Do this by 
going back to the military camp 
again and using the green buggy to 
get to Port Belooga. 

This time, the astronomer’s friend 
doesn’t want to take you on his boat 
so you will have to find some other 
means of transport to get yourself to 
the new location. Fortunately, a 
spheroid is on hand to sell you a 
catamaran for 200 Kashes. 

If you do not have enough money, 
stroll around the area a bit until you 
do, because this is the only way 
you’re going to get to Leborgne’s 
treasure. When you get enough cash, 
but the vehicle and set-off for 
Proximo Island. 




Spud 

Please, please, please, 
please, please, please, 
please help us! My friend and I are 
currently stuck in Spud at the Ice 
part. When you enter the sub- 
merged Submarine, there’s a rusty 
door that we can’t open. There are 
also some polar bears talking to 
each other that we can't get past. 
*Name not supplied* 

Talking polar bears huh. 
Sure you haven’t been 
watching the Coke adds too much? 
Anyway, here’s your answer. Go left 
to the submarine. Open the hatch on 
top by using the wheel. Inside is a 
door that has rusted shut, and an 
open door, go through this and pick 
up the Christmas pudding and crack- 
er from the table behind you. Exit the 
sub. Go to the hill on the right hand 
side. On one side you can see a slope 
leading down from where the railing 
has broken, and a ramp leading up to 
the summit. Go up this ramp and the 
left the reach the sign, “Penguin 
Heights”. Pick up the tennis racquets 
from the left of the sign, the use the 
Christmas pudding where the railings 
have broken. This creates a huge 
snowball, bowling over the two polar 
bears blocking the bridge. Go down 
to the deep snow sign, the across the 
deep snow, (making sure you have 
picked up the tennis racquets), to the 
bridge. Go across the bridge to the 
arch into the penguin village. 

The instant Spud enters the village, 
the penguins sound the alarm; so get 
ready to run! Run forward, forward, 
left, right, right, left. Pick up the hard 
hat on the left and wait. The penguins 
surround Spud and hit him on the 
head, but as he is wearing the hard 
hat, they decide to throw him into jail. 
Use a gnome, armed with the trum- 
pet, on the Walrus; then when he 
wakes up, talk to him. When you 
have taken the key, a penguin guard 
comes and takes you to the Emperor 
penguin. Go forward, then right, then 
forward and talk to the Emperor 
twice. When he has finished, turn 
around and go forward, then right 
and keep going straight on until you 
reach the Pixie mines. The penguins 
get out your way, so go in. 

The Die 

I’m stuck in The Dig. I’m 
in the Nexus with the pur- 
ple rod, blue crystal, wire etc. I can- 
not however, open any of the 
doors! I read somewhere that you 
need to attach the wire from the 
ship to a glowing plant to charge 
up the door, this didn’t work! What 
do I do? 

Russell Bridle 
Munster, W.R. 






Into a glowing plant huh? 

Wow, what have you been 
reading???? Here’s the solution, no 
glowing plants required. Maggie and 
Boston climb down to Brink. Brink is 
dead. Then Maggie decides they 
should explore separately and leaves. 

Pick up the shovel. Pick up the plate. 
Noting the sealed doors, panels, dark 
tunnel and ramp, go left until you find 
a purple engraved rod. Take it and look 
at it and make a note of the symbols. 
Continue left back to Brink’s body. 

Look at the alcove and place the plate 
on the bottom. Go down the ramp 
and access the panel. You have to 
pick up the unattached lens and place 
it in its proper position. To do this, 
enter the following sequence: yellow, 
yellow, purple, purple, purple, purple, 
orange (take lens), blue, blue, blue, 
blue, blue, blue, orange (drop lens). 
When you have the proper sequence 
displayed, push the triangular but- 
ton. This turns the power on. Remove 
the loose plate and take the blue 
crystal. Go the panel immediately to 
the left of the dark tunnel and enter 
the combination of the purple 
engraved rod on the panel. This will 
open the door. Go through the door. 

Leisure Suit Larry 2 

H In Larry 2, I’m on the 

cruise ship and although I 
know you have already answered 
this, I still can’t do it. I have the dip, I 
the fruit, the sunscreen and the wig 
etc but I still can’t change into the 
swimsuit. The game keeps on ask- 
ing m to open the right hand side 
door which contains the big mama. 

I know how to take the cruise but I 
still need to know where to change 
and how/what to type. 

Also, in Larry 3, when I am sup- 
posed to help Bambi in Fat City, 1 
know I’m to fix her video tape, but 
I don’t know what to type and 
where to stand! 

Jeremy Redfern 
Heidelberg, Vic. 


Pay careful attention, this is 
how you do it! On the boat, 
you should probably save your game. 
First thing to do is go into your room, 
that’s the doorway closest to you. Get 
the fruit from the nightstand. Go into 
the next room and you’ll meet Momma. 
If you have a saved game right here, I 
think you’ll get a laugh out of what 
happens if you go near Momma. 

What you have to do is leave her 
room and your room, then go back 
in, and wait until she’s not on the 
bed. Make sure the game is 
saved!!! Momma has a tendency to 
come back as you search her room. 
Open the nightstand, get the 
sewing kit, close the nightstand, 
and get out of there. 

Find the barber shop (Don’t worry, 
there’s 5 barber shops in this game) 
and sit in the chair. Go to the bar and 
get the spinach dip at the left of the 
bar. Go to your room and change into 
your swimsuit. Go to the pool and 
put sunscreen on. Go into the water 
and dive. Get the bikini top. Climb up 
the ladder and walk over to the 
lounge chair. Put more sunscreen on 
and lie down. 

When the girl comes over, let her 
leave! She’s trouble. After she’s gone 
for a while, leave the pool and go 
back to your room and change into 
your leisure suit. Go to the bridge. Go 
to what looks like a blue stick on the 
control panel right behind the cap- 
tain. Pull switch. Now, go to the 
lifeboats and jump into the lifeboat. 
At the screen where it shows the 
whole ship and all the lifeboats 
being lowered, as soon as you start 
drifting away, type WEAR WIG and 
throw the spinach dip overboard. 
That’s it until you reach the island. 
Larry 3, to receive Bambi’s apprecia- 
tion, Go back to your locker, unlock 
it, and remove your sweats. Then 
close the locker again and go to the 
top left door. Take a shower (using 
the soap!) and when you leave, DRY 
OFF with the towel. Go back to the 
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lar in the centre of the area to oper- 
ate the elevator. Once in the diner, 
talk to the tool-bender and ask him 
about the spanners ; he’ll give you 
one. Get the wires and use them on 
the binoculars. Use the fishbowl lens 
on the binoculars. 

The final use of the binoculars is 
such, talk to Shuv-Oohl and give him 
the Mood Ring. He’ll give you some 
advice about Frog Rock and a bottle 


porter, check the control panel it 
will tell you too manual reroute the 
ODN Conduit. The easiest way of 
doing this is starting 
with blue and running it straight 
down until you come to the bad 
switch. Then just go around it by 
going to the left then finish at the 
bottom. The next is the red, move 
the Switches so they go to the one 
that has nothing in the centre. Use 


the door you came in from. Head 
for the other, go in though the door 
and activate the first generator. 
Then from that door you can see 
the other side of the maze. Head 
for the door that is straight across 
from the door you are at and you 
will find the generator. Generator 2 
is there turn it on, and then head 
back to the centre of the maze to 
the power room. 


Sam and Max 

H Hi, I am hopelessly stuck 
in Sam and Max. Call me 
stupid, because I know you have 
given many hints on this part of 
the game but I still can not work 
out how to use the binoculars!!!!! 
You said to use the flashlight to 
find a fisheye lens. Please tell me 
where and how! My sanity depends 
upon it. Also, while you’re at it, a 
hint on where to find the stopper 
for the snoglobe would be much 
appreciated. 

Anna Fox 

Marrickvxlle, NSW 

^ 1 Righty ho Anna, we,// go 
^ through it.... AGAIN.... 

Here’s how you get the fisheye lens.. 

At the carnival, use the orders on the 
fire-eater. After talking to the 
Kushmans, pick up the fur and the bot- 
tled severed hand in the hall of oddi- 
ties. Exit by the rear door. In the Wak- 
a-Rat stall, get the fishbowl lens. Play 
Wak-a-Rat, take the prize (a torch) and 
combine it with the light-bulb. 

Now, all you have to do to use the 
binoculars is to use the cablecar to 
reach the top of the Ball. Use the pil - 


of Mole Man Powder. Exit this room, 
go through the curtained entrance 
and get the fur from the floor of the 
Yeti attraction. Return to the Ball of 
Twine (diner) and use the binoculars. 
Use the wires on the binoculars. 
Control the speed of the binoculars 
by clicking the ’’switch”... When the 
rock between the two attractions 
mentioned by Shuv-Oohl appears, 
stop the visor spinning. The rock 
should be Frog Rock - if not, keep 
tracking around until another rock 
appears. When you locate Frog Rock, 
drive over to it. 

Star Trek , Deep Space 9 
Harbinger 

H We’re completely stuck in 
Star Trek. Deep Space 9 
Harbinger. We’re inside the 
Scythian Citadel but are unable to 
reroute the power to the transporter 
systems. Please help. 

John Voysey 
Dubbo, NSW 

^ Here’s your answer John, 

^ plus a little more. When 

you crash in the citadel fust thing 
you do is fix try to fix the trans- 


this to get the beam to the other 
side. After this go straight down to 
the bottom of the red connection to 
light the red. Finish connection 
with White using the same way you 
did red all 3 beams will past 
though the one with nothing in the 
centre of it. 

Before leaving the runabout remem- 
ber to get a phaser from the back 
cabinet. The best way to get through 
the Maze. The maze has five doors, 
one you came in and the others you 
have to go through in the right order. 
By the way, there’s probes that fire at 
you in the maze. 

The best way to solve the maze is 
to first head for the centre of the 
saving the game once a move. Then 
head up until you find the turbolift 
that takes you to the power trans- 
fer room. At the power room there 
will be two working panels which 
have symbols that look like the 
probes, click on both of then one 
time and you will have turned the 
probes in the maze OFF. Then go 
back to the maze and head back 
the way you came until you see two 
doors, one has a green panel from 
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locker, use the deodorant, and wear 
your suit. Close the locker. Then 
leave the locker room and enter the 
top door with your keycard. Go right 
up to Bambi and look at her. Talk to 
her, then - HELP BAMBI” with her 
video problem. She’ll show her 
appreciation! 

Legend of Kyrandia 

H l’m stuck in Legend of 
Kyrandia * book 1. What 
gems in what order do I have to 
put on the Marble Altar? 
(Timbermist woods). I have the 
scroll and a lot of gems, but I don’t 
know the proper order. Please 
Help! 

Daniel Mackie 
Kincaroy, Qld. 

^ ~| You’ve got your altars mixed 
^ up there Daniel, here’s how 
it works. At the beginning of the for- 
est two screens to the right you will 
find a pond of (salty) water. Click on 
the pond and get a teardrop. Proceed 
to the right. A leaf should fall and 
will turn into a (green) peridot. Pick 
up the peridot (on your way around 
this place, you will find an Amethyst. 
If you do find it, pick it up also. It's a 
purple jewel). 

After you pick up the peridot, go up 
and then left. Here is the Forest Altar. 
Pick up a lavender rose here. Go to 
the right (the Amethyst usually 
appears here). 

Let’s proceed back. Go left, left, 
down, left , left, left, left. Here lies a 
half-dead willow tree. Use the 
teardrop on the willow. Merith comes 
a long at this moment and asks you if 
you want to play. 

Merith has the marble so follow him 
to the right. Follow Merith until he 
has disappeared. Go to the south. Go 
south again and then to the left. 
There’s Herman. He tends this bridge, 
which is now broken. Talk to Herman. 
Give your saw to Herman. Leave the 
cave to the right and go north and 
north again. Go all the way to the left 
until you can no longer proceed that 
way. Now go up and enter the church 
building. Brynn enters the room. Talk 
to Brynn. Give Brynn the note. She 
will decipher it for you. Give Brynn 
the lavender rose. You now have a sil- 
ver rose. Leave this place and go 
south. Go all the way to the right and 
then up. Merith should be here. Just 
watch. Pick up the marble when 
Merith is gone. Go to your right. 

Here is the forest altar. Use the mar- 
ble on the altar. Use the silver rose on 
the altar. You now have the amulet. 
Now go left and all the way south and 
then left again. You’re back in the 
cave, and by this time, Herman 
should have fixed up the bridge. Now 
you can cross the bridge safely. 




Game too hard for you? Cheat then! It's much easier 
THAN USING SKILL! 


Die Hard Trilogy 

In the game (any of the 3 sub-games) 

Push esc for pause, then hold R and 2, keep 
holding them! Then: 

For Die Hard 1: 

right, up, down, E - GOD mode 
right, E, down, 0 - 50 Grenades, Smoke 
Bombs Etc. 

right, up, down, down, E, right - GUNS 
(repeat for different guns) 

Die Hard 2: 

right, up, down, E for Guns, Twice for GOD 
mode 

right, E, left, 0, A, down, E for heaps of 
missiles and grenades 
Die Hard 3: 

left arrow, O, up arrow, down arrow, E, right 
arrow for Unlimited Lives 
if you've typed the codes correctly the game will 
unpause. 

Alternate codes: 

Codes: pause the game at any time while enter- 
ing the codes! 

Key: 

R - right arrow 
L - left arrow 
D - down arrow 
U - up arrow 
X - x key 

0 - o key 
E - e key 
A - a key 
Die Hard 1: 

REAR - enemies with handguns shoot between 
their legs 

OOEER 

DOODAD 

DEER 

RUDE - God mode 

redo -5O grenades 

REED - Fat mode 

DEAD - Sacrifice to gods 

10 A’S and 4 R'S - Skeleton Mode 

RUDDER - unlimited items (type it in once you’ll 

get a shotgun, twice, a P5, etc.) 

Die Hard 2: 

DARE - God 

LARD - Aim only moves when you want it to 
move 

RUDE * Once for any gun, twice for God mode 

DEAD - Skeleton mode 

RELOAD - Lot's of grenades and missiles 

Die Hard 3: 

E0X0ELXDL - Knocks cars farther back and 
sometimes flips them over 
LOROEAXAR - Disables Turbo 

Ultima Underworld 

To use the codes, hold down FI 0 and hit one of 
the letters: 

C - Unlimited strength 

1 - Increase light 

W - Skip to next level 

2 = Stop monsters and the time 


Virtua Fighter PC 

Cheat codes: 

Button A - DEL 
Button B = END 
Button C - PgDn 
Start - ENTER 
Play as Gold Dural: 

In the Character Selection menu, press 
Down, Up, Right then DEl+Left 
If you did it correctly you will hear a 
woosh sound. 

Play as Silver Dural: 

At the character select screen, enter 
Down, Up, Right, DEl+left 
You will hear a “swoosh” sound effect if 
you entered it correctly. 

Add Dural to the Records screen: 

At the “Press Start” screen, press Up 17 times 
Now enter the options screen, and you should 
hear “Ring Out.” Dural’s stats are now on the 
Records screen. 

Ring Size and Stage Select: 

At the “Press Start” screen, press Up 12 times 
then ENTER 

Now enter the options screen, and you should 
hear “K.O.” Move the cursor down to Exit, then 
press down once more. The cursor will disap- 
pear. Press DEL and a second options screen will 
appear. 

View credits: 

Hold the DEL button down during the opening 
demos to see the names of the makers of VF 
Slow motion replays: 

At the end of a round, press and hold 
DEL+END+PgDn and the replay will 
be in “super-slow-mo”. 

View from other camera angles (in Watch 
Mode): 

Press F7 

Choose the victory taunt: 

Hold either DEL, END. or PgDn before the char- 
acter does his/her victory stance and you will be 
able to select which one you see. There is also 
one reserved for when you get an “Excellent!” 

Wages of War 

In the game, type: 

blood MONEY - Activate cheat codes 

ADJECTIVES - Max out all meres 

BILL = Max out current mere 

VERB - Extra ammo 

LIBERTY * All weapons and max stats 

FILL MAGAZINE - Abdul's magazine gets two of 

everything 

ELBOW ROOM = 999 action points 

NOUN * Max health 

deadman - Kill all enemies 

SMOKE = 25 smoke grenades 

TIMERS - 10 satchel charges and 10 timers 

911 - 10 first aid kits 

STATS - Max stats 

MORTAL - Average stats 

HOUR - Add one hour to game time 

MMIN « Add five minutes to mission time 

SET MINE =• Place mine at current mere 



OH DARN => 100 random mortar rounds 
launched 

BANG - Activate all damage links 
EXPLODE = Activate all destroy links 

SEND IN THE CLOWNS - Clown theme 
OH boys = Turn clowns off 

War Wind 

In the game, type these in exactly: 
fgolden boy = 5000 resources 

!the sun also rises =* shows all map 

fpump on ohm = full prestige 

!the great pumpkin - Win the whole campaign 

!on 0 mission from gowd - Power up 


Stargunner 


To enable cheats, start a game, when you’re 
playing press F8 then quit the game (only to 
the main menu - not to DOS!). Then start a new 
game with the same pilot you used in the last 
game. In the shop, press 5 on the numeric 
keypad to receive 5000 credits. This can be 
repeated. 

In the game, press F8 to toggle invincibility. 

Time Commando 

Level Codes for the Easy level: 

Roman « YPTERFGZ 
japanexe = NKTOLVIF 
Middle Age = VMXYICCB 
Conquistadors - FDQLUGGCC 
Wild West - ZREHQFIR 
Modern Wars - FBTAWPFC 
Future - X 

Total Mayhem 

To activate these cheats, hold on 
CTL+ SHIFT* CHE AT from the base screen. 

CTL+C = Gives 1,000 credits. 

CTL+A = Allows buying all weapons (use on base 
screen) 

CTL+N = Level Skip (use on base screen) 

CTL+P = Move unit to cursor (use in game) 
CTL+I = Invincible (use in game) 

CTL+R = Shield Restore (use in game) 

CTL+M = Monster toggle (use in game) 














Online fun 


G ames are great, and multi- 
player games are even bet- 
ter. Internet multiplayer 
games do have a significant cost 
involved though, either to purchase 
the CD or use an online server. 
There are times when you want 
something nice and fast and easy to 
keep you occupied for an hour or 
so, and here’s where Java comes in 
very handy indeed. All over the 
Web, hordes of cool little java 
applets created by computer science 
students and just general nerdy 
types everywhere have been appear- 
ing. There are literally thousands of 
java games around the place, little 
programs that run inside your 
browser and the better ones can 
provide hours of entertainment • 
completely for free. There are a cou- 
ple of pay for play sites out there, 
but they aren't generally fantastic 
enough to warrant shelling out the 
hard earned when there are so 
many sites put up and maintained 
by others just for the hell of it. 

Being Java games though, you 
will of course need a Java capable 
browser - either Netscape 3.01 or 
above (2.02 or above for OS/2), or 
MSIE 3.02 and above. If you have a 
Java-able browser, just check to 
make sure that it’s enabled first. 
For Netscape, under ‘options -> 
network preferences -> languages’ 
check that both the ‘enable Java’ 
and ‘enable Javascript’ boxes are 
ticked, and everything should run 
fine. For MSIE, check to make 
sure that the ‘enable Java pro- 
grams’ box in ‘view -> options -> 
security’ is ticked. If you go to a 
Java enhanced web page and it 
seems like the applet isn’t working 
and all you see is a blank browser, 
don’t leave the site straight away, 
try a be a bit patient. Some of the 
larger applications will take up to 
five minutes to load with a stan- 
dard 28.8 connection. 

Once you’re sure that Java is 
enabled, whichever browser you 


choose to use, you’re ready to go 
play some games. Here’s the hard 
part though - choosing which 
ones to play. Seeing as the games 
are played over the Internet there 
are a couple of bumps along the 
way to fun filled play - speed- 
bumps, or lag. Even though the 
programs are fairly small and 
often relatively simple, fast action 
paced games don’t generally work 
all that well because of this, and 
while there are plenty to choose 
from it can be a bit frustrating try- 
ing to manoeuvre with a 5 second 
delay. For more tactical based 
games, such as the old favourite 
board games like chess, checkers, 
Reversi, scrabble and the like, Java 
games will work fine with a 28.8k 
connection. Not surprisingly, 
games of this nature are among 
the most popular, polished, and 
most prevalent out there. 

Board Cares 

Chess 

An excellent and almost timeless 
game, dating back as far as 600AD 
or thereabouts, that’s easy enough 
for novices to pick up and has 
enough depth to keep almost 
everyone happy. A great way to tax 
the brain for an hour or so, and 
dangerously addictive. There are 
numerous chess web pages online, 
and a couple of excellent Java chess 
games available as well. Two of the 
best are Grandmaster Java Chess 



W 

and The Fun One. Both require a 
free registration to be filled out, 
and offer opponents from across 
the world at all hours. 

Grandmaster has the better look- 
ing interface, and a fairly sophisti- 
cated chat room, as well as general- 
ly more opponents to choose from. 


Java Chess Sites 


The Fun One - 

www.rahul.net/cleh/chess 
Play rating: 7 
Grandmaster - 

www2.tcc.net/chess.htm 
Play rating: 9 


Scrabble 

Scrabble might sound a bit bor- 
ing and remind you of those long 
Sunday afternoons spent with 
annoying relatives, but it is actu- 
ally quite fun online - mostly, I 
think, because of the lack of 
annoying relatives. There are a 
few scrabble applets out there, 
though not as many as there 
would have been had Hasbro not 
shut down a few of the sites 
because of copyright infringe- 
ment. There are a couple left 
however, and possibly the best is 
NET-scrabble. It will work with 
Java, frames, or just forms and 
tables (though Java looks best), 
and has a player matching area 
to meet and find other players. 
For those that speak German, 
there's a German scrabble online 
as well. Ja ist gut! 



Reversi/Go/Othello 

Another classic game that has 
stood the test of time and 
remained popular all the way 
through. The rules are as simple as 
they come, but it can be hugely tax- 
ing on the grey matter. Essentially, 
the aim is to trap your opponents 
piece/s between two of your pieces, 
forcing them to join your side. 
Sounds easy doesn’t it? Well, it is 
at first, but as the game progresses 
it gets pretty damn intense. There 
are heaps of sites that run versions 
of the game, though only one that 
allows for human v human play 
that I could find - and there wasn’t 
anyone on at the same time as me 
there either. It's still a great game 
to play, even against a computer 
and there’s enough skill involved 
to keep you coming back for more, 
and more, and more. 


Java Othello sites 


Parallel Java Othello - 

www.cs.virginia.edu/-dae4e/ 

java/jothello 

Play rating: 8 [9 if multiplayer) 
Turncoat - 

www.darkfish.com/turncoat/ 

Turncoat.html 

Play rating: 7 

Othello - 

lglwww.epfl.ch/-wolf/java/ 

othello.html 

Play Rating: 6 1/2 









Card Games 

Poker 

Gambling, and card games of 
skill and chance are popular Java 
games online as well, second only 
to board games. There's a multi- 
tude of poker and blackjack games 
available, with varying degrees of 
slickness and presentation. Of 
course, they all use play money 
rather than the real thing for bet- 
ting, but they are still plenty of fun. 
Multiplayer games like Hearts and 
Spades are covered as well, and 
these are great fun. Not all that 
deep or hard to get into, they are 
both easy, simple and fun. 


Java Card game sites 


Poker 
MIT Poker • 

poker.www.media.mit.edu:8i/ep 

oker/ 

A simple poker game, with oppo- 
nent avatars that use expres- 
sions to display their feelings. 
Play rating: 61/2 

5x5 poker • 
www.serve.com/games 
An interesting variant on stan- 
dard poker, where the aim is to 
create the highest score from a 
5x5 arrangement of cards. Big 
fun, heartily recommended. 

Play rating: 8 

Blackjack - 

www.well.com/user/yimmit/Blac 

kjack.html 

One of the many Blackjack 
applets out there, this is well 
presented with a nice interface. 
Play rating: 5 
Hearts/Spades - 
okapi.dws.acs.cmu.edu/fred/we 
bspades.html 
Both games, Hearts and 
Spades are well presented, and 
there’s plenty of people to play 
against. This is great fun, and a 
great site. 

Play rating: 9 



Arcade 

classics 

They’ll never die, and that has to 
be a good thing. The halcyon days 
of the sit down arcade machines 
with games like Frogger, Asteroids, 
Space Invaders, and even Atari 
style games like Pong and 
Centipede have been recreated as 
online Java games and given a new 
lease of life. The main problem 
with them is that they are ‘twitch’ 
style games where reaction speed 
is important, and lag can ruin 
these games completely. However, 
they’re worth a look, even if it's 
only to bring back some memories. 


Java Arcade sites 


Frogger 

Sam’s Frogger - 

cisr.anu.edu.au/-sam/java/my_ 

code/frogger.html 

Fairly faithful reproduction of the 

arcade classic, though it can be 

a bit slow at times 

Play rating: 6 

Space Invaders 

www.magnastar.com/games/ 

space/ 

An almost faithful reproduction 
of the all time classic game, this 
is quite fast and mostly playable. 
Well worth a look. 

Play rating: /s/2 

Centipede 

Znake - 

www.stud.ntnu.no/USERBIN/ste 

ffent/znake.pl 

Extremely simple graphics, and 
extremely addictive gameplay. 
Check out the high score list - 
it’s very impressive. 

Play rating: 7 

Asteroids 

www.crocker.com/-sigelman/jav 

a/aster/ 

Another simple interface, with 
similarly simple graphics. Still a 
lot of fun to play, but lag can be 
very very annoying. 

Play rating: 6 

Pong 

BillPong - 

www.metamor.com/pages/_play 
_pages/billpong.html 
Heaps and heaps of pong java 
games out there, but this one 
stands out because you get to bat 
Bill Clinton around. Big fun for a 
little while. 

Play rating: 5 



Puzzlers 


Tetris 

As you would expect, there’s plenty 
of Tetris apps around, and they’re 
mostly quite good. There are enough 
variations on the theme to keep you 
saying ‘just one more game’ for a 
long long time. 


Java Arcade sites 


3D Tetris www-public.rz.uni- 
duesseldorf.de/-salmon/Trullatris 
Play rating: 6 

2D Tetris 

208.5.2.182/game/tetris 
Play rating: 7 

Battle Tetris - 

www.cs.umbc.edu/-sli2/ 

tetris.html 

Play rating: 7 (B with two players) 

Rubiks cube - 

www.tdb.uu.se/-karl/java/rubik 

.html 

It probably annoyed you for ages 
a few years back, and now you 
can be annoyed anew. Try it at 
your peril. 

Play rating: 7 


Gareth Jones 



(above) Bill Pong 

(insert) Znoke and original 

Pong 
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(above) Chinese checkers, 

5x5 poker, Plastic Frustration 
Device. 


(Below) Bizarre hangman 










LETTERS 

write to PC PowerPlay 
LETTERS 
PO BOX 634 

STRAWBERRY HILLS, NSW 2012 
letters@pcpowerplay.next.com.au 


Letter of the month! 
Win a subscription! 

Each month well choose a letter that we 
think is THE BEST that month. Not the 
funniest (although we reserve the right to 
hand out a freebie if a letter makes us laugh 
HARD), but the most intelligent, the most 
incisive, the most informed. 

The winner gets a 

6 MOUTH SUBSCRIPTION! 

Existing subscribers get 6 months added to 
their term. How good is that! 


What's the score? 

I am writing to you not because I 
want to tell you how good your 
mag is (although it is very good), 
but to give you a few ideas on how 
to improve it. 

The main problem I have is that I, 
just like many other PC PowerPlay 
readers, don’t just buy your mag to 
find out what games are on the 
market, but to get professional 
advice on what games to buy. A lot 
of magazines can be extremely 
biased on their reviews (although 
this is rarely the case with you) and 
subsequently many people end up 
missing out on a very good game, 
or even worse, buying a really crap 
game. Take for example The 
Neverhood. This game scored an 
excellent 93% (issue 9) in your 
mag. and after reading the review 
and playing the demo, I went 
straight out and bought the game. 
However I only recendy found out 
that in one of those hopeless British 
magazines, Neverhood only scored 
29% because the reviewer didn’t 
like adventure games. If I had read 
this review at the time of purchase I 
would have certainly had doubts as 
to whether I should buy it and I 
may not have been the proud owner 
of the game I am today. Heroes of 
Might and Magic 2 scored only 88% 
(a good score but not that good) in 
your mag but I think it’s best game 
I have ever played. What I’m getting 
at is that you should put a second 



Quake 2: New monster 


opinion col- 
umn in each 
of your 

reviews, not much, 
just a few sentences and another 
score by another writer, to let 
be sure we are buying a good 
product. 

There, that was my main 
problem, but I still have a 
few others. In that little 
yellow summary box in all 
of your reviews you 
should add two things. 

Number one you should 
make a recommendation as to who 
would like this game, and number 
two, give it a difficulty rating out of 
ten or so, so that we don’t go and 
buy a game which we are incapable 
of completing or a game that will 
be finished by breakfast tomorrow 
and be left with nothing but a feel- 
ing of regret or of being ripped off. 

You’re the best PC PowerPlay, 
please try and stay that way. 

Martin Manning 

Flagstaff Hill, SA 

The 88 % we gave Heroes of Might 
and Magic 2 is a damn good score - 
anything in the 80-90% range is very 
high in our book. We rate out of too, 
not between 70 < 100 like so many 
other games mags. It didn 't get 90%+ 
because it was a sequel with no signif- 
icant new features. Besides, the final 
% doesn ’t usually tell the whole story. 
Read the review for the big picture. 


Letter of the Month 


Crown-up gaming 

Yes! I always thought there was 
something lacking with the old PC 
PowerPlay. Don’t get me wrong, 
the magazine is great, but the pre- 
sentation and lack of spine and 
thin paper don’t look anywhere 
near as good as the new PCPP (#12 
May 1997). The new order of 
things is good too. as it was a bit 
crowded before. 

Adam Wade (Letters, May 1997) 
has got it all wrong. Win95 may be 
“crap” in parts - particularly if, like 
Adam obviously has, a slow 486, 
probably bought five or so years ago. 
Windows 3.1 is not even slightly 
capable of running games, and DOS 
is on it’s deathbed, as Microsoft isn’t 
supporting it in the way of new 
hardware or software releases, and 
no new DOS games are being start- 
ed, or a handful if any. 

PCs are expensive by nature, 
though, and a wonderful new 
Pentium MMX with huge speak- 
ers, 3D video card will cost over 


Have your Quake and eat it 

I would just like to raise the point that I am getting 
very annoyed at people writing in and saying that they like 
yadda yadda yadda and they hate Quake because it’s crap. 
And this refers to games other than Quake as well. Then 
these offending people finish their letter by talking about 
games they like. What’s the matter? Are they afraid that peo- 
ple might think they like Quake unless they say they don't. 
Who cares? If you walked into a greengrocer and said “I want 
some apples please” you wouldn’t immediately turn around 
and say “But I hate oranges” would you. The grocer doesn't 
care what you don’t like as he is only interested in selling 
you what you want to buy. Not in not selling you what you 
don’t. It works the same with games. I don’t give a stuff if you don’t 
like Quake, but for heaven's sake, keep it to yourself if you aren’t 
going to provide some constructive criticism, and saying the graphics 
are crap isn't really constructive is it? So please try and keep biased 
opinions to yourselves rather than giving away your prejudices in the 
first sentence. At this point I would like to say that I have read PC 
PowerPlay since issue #1 and shall continue to do so for a long period 
of time, as I feel this magazine doesn't give games good marks just 
because it's fashionable and isn’t in favour of any genre. I feel the only 
slip up was awarding Red Alert 97%, sure it’s a classic, but look at 
Dark Reign, what’s it supposed to get? 

Oh and by the way, what's the deal with Quake II, I haven’t heard 
much about it? 

Rod “Spoonman” Campbell 

Fishing Point, NSW 

Thanks for introducing some sanity to this progressively degenerating 
“debate”. Each to their own - it applies to games and life in general. 

Yup. we were a little too generous with Red Alert's 97%, can't deny that for 
a moment. All games have flaws, and because Red Alert has attracted more 
scrutiny than most, its minor shortcomings have become major bugs simply 
because the whole world is playing this game so hard. Remember though, that 
each game's % rating is a judgement call at the time based on its merits, not 
a comparison with past games. Co back a year or two and compare a 90% 
game with a 90% game today. Obviously superior technology and general 
advances in game development mean that the newer game will be better. 

When it comes to assessing a game's score we certainly compare it to recent 
games of the same genre, but to benchmark it against every score thus far 
awarded is missing the point. Each stands alone and should be read as such. 
Last month we gave Dark Reign 94%. It's a hell of a lot better than Red Alert 
(although in hindsight we should have given Red Alert a similar mark), but 
at the time Red Alert was god's gift. Now, so is Dark Reign. A rating is part 
comparison, but mostly an assessment of the game itself. 


$2000. It will last for another 
three years, until the inevitable 
new upgrade. 

I suspect that people like Adam 
should stick to a Nintendo 64 or 
something. I personally have been 
tempted by these machines but 
won’t ever get one, preferring 
instead to enjoy games with depth, 
features, complexity and quality 
not possible on consoles. 

Also, a percentage of letters to PC 
PowerPlay have been obviously 
from young teenagers. I don’t 
mind this, but when they are as 
easily dismissed as the bizarre let- 
ter Adam Wade wrote, well, I see 
PC PowerPlay as a adult magazine, 


as in children complaining that 
Win95 cra P a nd selling it for $5 
is good for comedy value, but any- 
one with a genuine interest in PC 
gaming would realise that, despite 
upping the processor speed a bit 
faster than we all would like, and 
the pretty much undeniable fact 
that Win95 isn’t anywhere as good 
as any of us would like it to be is a 
separate point to the conclusion 
that (again) anyone who can see 
how the PC market is going can 
understand that Win95 is going to 
be required if your going to use a 
PC in 1997. 

I hope you can consider answer- 
ing future children’s letters with 


something like the following:- 
“Get a console and maybe you’ll 
realise one day when you grow up 
that a \Vin95 PC is admittedly 
more expensive. But consoles has 
extreme limitations, despite some 
of the most amazing games 
around at the moment. A PC you 
buy today is guaranteed to still be 
running new releases in five years 
time and do a million more things 
than any console. Basically I agree 
that Windows 95 isn’t all that it 
could be. But that’s irrelevant 
when you see Red Alert running in 
Win95 mode versus DOS” 

Steven Marshall 
North Mackay QLD 
We don 't try to make Power Play 
strictly an “ adult ” mag. but more one 
that is intelligent and mature. That 
way all the intelligent and mature 
kids out there have somewhere to turn 
that isn’t all smart ass and attitude. 


Tactical strategy action 

First of all. I’m not the type of 
person who likes to suck up, it's 
not my principle but I’d like to 
congratulate you on making one of 
the best gaming mags around. 

Now, I’d like you to explain to me 
your definition of strategy and 
what type of games you consider 
as strategy. 

After careful examination I have 
concluded (on my terms, that is) 
that Red Alert is not actually a 
strategy game (Yeah, and you prob- 
ably think I’ve been hit on the 
head too many times or some- 
thing) but where is the strategy? 
There is no line of sight (pillboxes 
can fire on infantry the other side 
of a building!) and only one way to 
win, that is to build up tons of 
tanks and rush the enemy (any 
other way would see you playing 
mission 8 for three hours). This 
makes it too easy because there is 
very little thinking involved (maybe 
some good timing and co-ordina- 
tion, but very little thinking). 

Your strategy guide in issue 11 
is not very accurate, you see, not 
many people want to spend 5 
hours running around with V2's 
and rangers trying to weaken the 
enemy using pissweak tactics, and 
not many people use the MIG or 
Apache alternative in multiplayer 
(People learn lessons, the com- 
puter doesn’t), cutting those 
things out. you could always bom- 
bard the enemy with Cruisers 
(which I may add you can make 

PCftetFO^y 


go faster by starting to move a 
transport and then grouping the 
transport with the Cruiser, thus 
speeding the Cruiser up... it’s a 
bug!). But they are easily taken 
out by MiG’s and submarines 
(Destroyers are too slow to get 
there before the subs let off a few 
torps, and the Destroyer missiles 
are too slow to hit MIGs). That 
leaves only one feasible tactic. 

Use your tanks and rush the 
enemy bases like it's a hot chick. 

Nevertheless, people ‘try’ to use 
their brains to win eg “oh, maybe I 
should land on this beach” but, as 
I gave this advice to a guy at a 
computer store, “you should have 
used your YAKs to destroy the ene- 
mies construction yard before they 
could build AA guns!” I realized 
there is but only one sure way to 
win. Use your tanks to rush the 
enemy first. The computer is a 
tank rusher, so any other tactics 
won’t work. That is why I am 
hanging out for Dark Reign, real 
strategy, mmm! 

God bless You 

Harvey “Juggernaut” See 

Melbourne, Vic 

PS. Join the Melbourne Modem 
Multiplay Games Group and play 
games like Diablo, RA, C&C, 
Mercs, NetMech, Screamer, 
Duke3D and Quake (can’t get it to 
work though), + many more. Be 
placed on ladders! There is also 
gonna be a download area for spe- 
cialized tournament levels and the 
latest patches! 

E-mail: scottw@alphalink.com.au 

In the beginning , there were hex - 
grid, turn-based, hit-point ran- 
domised strategy games. Now we still 
have these (in declining numbers), 
but the “ strategy ” market is now 
flooded by real time versions of the 
above. These games have every right 
to be called strategy. Hell - even Red 
Alert is strategy, just lame and basic 
strategy, is all. 

Mr Macquarie dictionary says: “ the 
science or art of combining and 
employing the means of war in plan- 
ning and directing large military 
movements and operations ”. That 
just about covers all the games we 
call, and see called, strategy. 

You are on to something though. 
Strategy is a broad term and the 
genre is fast splintering. Perhaps we 
need a “Tactical” genre label which 
refers to games of localised, unit-cen- 
tric action like Red Alert or Dark 
Reign, as opposed to “ big picture ” 
games like Civilization 2. 



OF THE MONTH 



Freak File: 


NEW THING! 

What 

For most of us our computer 
desk/room is the center of the uni- 
verse. It’s where our most meaningful 
life experiences occur, our most 
noble conquests, our most humiliat- 
ing defeats. It’s also either a miracle 
of ergonomic perfection, or an excel- 
lent example of mass storage, where 
what superficially resembles an 
explosion in a garbage dump is actu- 
ally a carefully constructed system of 
filed manuals, tech support supple- 
ments and the like. 

How 

We want to see your desk/gaming 
center! We also want to know exactly 
what kind of freak you are. Be famous! 
Be a legend! Send in a photo of your 
gaming environment (showing as 
much as possible of your environment, 
and if you must, yourself), a screen- 
shot (optional) of your Win 95 desktop 
and your witty answers to the follow- 
ing questions, plus what sort of gear 
you’re running (no lying!). A short 
description of yourself and what’s 
wrong with you too, if you want. Every 
month we’ll run the one that we like 
best. The winner gets a free game! 

Who 

For this debut edition of FOTM we 
managed to rope in our Setup writer 
to show us his pride and joy. As you 
can see he’s a’complete tech head, 
which is why we employed him to 
write Setup in the first place. He’s also 
a freak, the case you see below didn’t 
come black, he painted it black. 


Ashton Mills 

Age: 23 

Profession: journalist 

L ik es: good games 

Dislikes: crap games 

Favourite sport: Er... sport? 

Favourite gaming food: Junk 

Favourite gaming drink: any alcoholic 

beverage 

Favourite TV: Babylon 5 

Favourite music: 80s 

Top three favourite games of all time: 
Dune II 
Bards Tale III 

DOOM with AHens TC addon 

Top three favourite multiplayer games 
of all time: 

Stars! 

DOOM II (not Quake) 

Crossfire (X-Windows game) 

Online/multi nicknames: 

Acme, Mad Martigen 

Longest time spent playing one game 
and what was it? 

Dune II 

How long have you been using computers? 

Since Adam Ant was a trend setter. 

What other computers have you owned? 

Spectrum 48k 
Commodore 64* 

Olivetti 286 16 
Clone 386 33 
Clone 486 50 
Clone 486 66 
Clone P133 


SYSTEM 

NAME: You sexy beast (you should get 
out more Ash. Ed.) 

MODEL: Custom built 
CPI Pentium 200 MMX 
RAM: 64M, SDRAM 
MOTHERBOARD: SuperMicro P5MMS, 
Intel TX Chipset 

1 2 Cache: 512k 

> 5 ^Crappy AMI, wants Mr.BIOS 
STORAGE: Adaptec 2940UW SCSI 

DRIVES: 

2 x 4.16 IBM DCHS04 Ultra Wide SCSI 
Iomega Jaz SCSI 
Toshiba 4X CD-ROM SCSI 

Matrox Millenium, 2M 
D: Orchid Righteous, 3DFX 
MONITOR: S ony Multiscan 17” 

OUND: G ravis Ultrasound PnP Pro, 4M 
NE i v.-ORK: Cheapo ISA NE2000 compatible 
JOYSTICI Wingman Extreme 




I t was a quiet night. TV was 
boring, my eyes throbbed from 
constant monitor exposure and 
a distant part of my brain suggest- 
ed quite politely that sleep might 
be an option. I shrugged off the 
meanderings of my tired mind and 
glanced around the room. In the 
comer sat a pile of boxes that I 
hadn’t bothered to unpack since I 
moved in. They were special boxes, 
for in them were the very begin- 
nings of gaming history. 

For a brief second I entertained 
the idea of setting it up. I laughed 
at the ridiculous notion, thought 
for a moment, and then proceeded 
to unpack one of the boxes. 

All was well with my humble 


Commodore 64 — I had the tape 
drive, a disk drive and a box of 
games whose brilliance was 
equalled only by the mountain of 
dust under which they lay. 

I was missing the RF connector. 
Since when have physical realities 
ever constrained upon the gaming 
desire of a techies such as I? 

Never, so I set about mutilating a 
nearby RCA cable. Five minutes 
and twisted copper wire later I had 
an RCA jack connecting out of the 
C64 and into the TV through what 
can only be described as an ‘Ok, 
the wires are touching, don’t knock 
it’ connection. I turned the power 
on and set the TV to search for the 
signal. The signal came in and the 


much loved Commodore 64 wel- 
come screen displayed. 

I sat there, in awe. 

My old friend had come home, 
and with it all the memories... 

They were the days... 

By now some of you are nodding 
with ancient understanding, while 
others are wondering what the fuss 
is all about. If you’re in the latter, 
it's obvious you've missed this era 
of gaming evolution. 

You’d be hard pressed to find a 
PC gamer who didn't start their 
addictive habit on a much more 
primitive system. Two such sys- 


tems, often termed ‘consoles’ due 
to the integrated design, reigned 
supreme in the 80s — the Sinclair 
ZX Spectrum and the Commodore 
64. These two machines form the 
history of the gaming industry, the 
humble beginnings of many a 
gaming company and the start of a 
generation of computer game 
addicted teenagers, some of which 
now write and produce the glori- 
ous pages you currently hold in 
your hands. 

What was so great about these two 
machines that they became adored 
by millions around the world? It all 
started way back when PowerPlay’s 
esteemed editor would have been all 
but a pimply skinned teenager. 







An ad from Your Computer mogozlne 1982. The lost porogrpoh of the first column reads "... or a really massive 4 8K" 


Sir Clive In the flesh. Why do all these 
computing greats always look nerdy? 

ago). A man by the name of Clive 
Sinclair (now Sir Clive) created 
the first mass produced, afford- 
able, home computer — the ZX 
Spectrum. While it's not techni- 
cally the first PC, it was the first 
computer of its kind that fell 
within the price range that every 
man and his Fido could afford. 

At /125 (approximately $250), 
the ZX Spectrum was a bargain 
even in its day. 

As it happens, the ZX Spectrum 
was Sinclair’s third attempt at pro- 
ducing an affordable and powerful 
computer. His first machine, the 
ZX80, was introduced in 1979 and 
was followed soon after by the 
ZX81 in 1981. As an indication to 
the marvels of advancing technolo- 
gy, the ZX81 came with an 8K 
ROM and iK of RAM while the ZX 
Spectrum offered a whopping 16K 
upgradeable to 48k. And you 
thought 16 megs wasn’t enough. 

The ZX Spectrum, affectionately 
called ‘Speccy’, was sleek, black 
and had a nasty habit of crashing 
— a fact referenced by Kryten in 
Red Dwarf (such was the populari- 


ty of the machine). Nonetheless it 
was the first console with a key- 
board and this, to score a pun, was 
the key — for the first time your 
average joe could program a rela- 
tively powerful machine. 

By today's standards the specifi- 
cations of the ZX Spectrum are all 
but a joke. The heart of the 
machine was 3.5MHz Z80A 
processor wrapped in the afore- 
mentioned black box housing rub- 
ber keys. Kinky and effective — it 
made the machine durable and 
cheap to produce. The Speccy daz- 
zled all those who used it with a 
vast 8 colours and single channel 
beeping speaker capable of modu- 
lating 8 octaves. Output was only 
to a TV and programs could be 
saved and loaded on tape through 
your average household tapedeck. 

It was these features that helped 
the Speccy integrate into many a 
family and it wasn’t uncommon 
for the little black box of joy to dis- 
place the family dog in the affec- 
tionate heart of many a child. 

Make way for technology, Fido. 

And then came the games. Basic 
at first, then slowly improving with 


The Smelt/* Spectrum can honak- 
soprushcoled gomes pro grams wrtfc high 
revtutax) colour graphics ana sauna 


SINCLAIR ZX SPECTRUM 


Colour and sound ... full-si/e movin a-kev keyboard... 
16Kor48KBAM ... hi gh-resolution gra phics ... 


Where gomes began 

The console craze, or rather the 
‘home computer’ craze, started 
way back in the UK in 1982 (yes, 
a bloody long time 


From only £125! 
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Sinclair 
ZX Spectrum 


impressive music and awesome 
graphics, as much as was capable 
with the facilities available. Back 
then these games were a marvel to 
watch. But worse, they were 
playable. Completely. Totally. 
Addictively. 

My own experience as a young 
gaming initiate involved sneaking 
into my parents room, the ‘comput- 
er room’, in the wee hours 
of the morning to play 
games. I was addicted, 
couldn’t get enough. 

Nothing's changed... 

The ZX Spectrum 
is the great grand- 
daddy of all games 
machines. It is 
the much loved 
Speccy that first 
began the thirst for games that 
would forever remain unquench- 
able. This is where it all began. 


COMMODORE 64 


Load "*",8,1 

The Commodore 64 appeared late 
in 1982, not long after the release of 
the ZX Spectrum. Surprisingly, the 
Commodore was easily acknowl- 
edged as the next evolution in the 
home computer and yet it fell far 
behind the sales of the ZX 
Spectrum. Marketing is everything. 
Still, within a few years the 
Commodore 64 had its own vast 
userbase, like the ZX Spectrum, 
and many Speccy owners later 
upgraded to the Commodore 64. 

The rather ugly and often beige 


coloured box, affectionately 
termed the ‘biscuit box', sported a 
6510A CPU running at 1.02MHz 
and a vast 64k or RAM. Dedicated 
chips handled video (the VIC chip) 
and sound (the SID chip) pump- 
ing out an impressive 16 colours 
and 3 channel synthesised sound. 
Gamers everywhere drooled at the 
possibilities. 

And the possibilities came. Like 
with the Spectrum before 


it, programmers pushed the 
machine to its limits, and as time 
wore on, gamers would never cease 
to be amazed at the innovative new 
games that appeared and the way 
in which every last byte of their 
hardware was used to the highest 
possible advantage. 

Games on the Commodore 64 
shared a common facet with the 
Spectrum games: they were 
immensely playable. Many of the 
addictive game styles on the 
Spectrum could be found on the 
C64, only in a more impressive way. 
Many popular games made the cross 
platform jump and new improved 
classics from the Spectrum materi- 







alised on the C64 to gain an even 
larger cult following. 

In 1985 the Commodore 128 
appeared which, as its title sug- 
gests, came with a ‘massive’ 128k. 
The C128 suffered that terrible 
scourge of lax support and as such 
very few programs ever took advan- 
tage of the extra RAM. Most Ci28’s 
were forever used in C64 emula- 
tion mode. 

Rarely known, Sinclair released a 
128k version of the ZX Spectrum in 
1986. Like the C128, this didn’t take 
off either. By 1986 many console 
owners were looking at newer 
emerging technologies such as the 
Amiga, and the rest is history. 

That special friend 

During these formative years 
many other 8-bit machines mate- 
rialised, such as the first Apples, 
Amstrads, BBCs and 
lesser known machines 
such as the VIC20 (pre- 
cursor to the C64), 

Apricot and Dragon 
(not to mention IBM’s 
first highly priced per- 
sonal computer’, of 
which our beloved IBM clones are 
descended from). All of these fade 
in comparison to the great gam- 
ing leaps the ZX Spectrum and 
Commodore 64 made. 

Primitive though they were, 
these machines held endless pos- 
sibilities to the user and the pro- 
grammer, charting capable and 
new territories like never before. 
It’s hard to explain to someone 
who’s never used one what all the 
fuss was about. 

In some ways it all comes down 
to some intangible magic these 



machines held. Arcade games were 
popular at the time and a home 
computer that could run multiple 
such games opened the door to 
what was. as a possibility, years of 
fun gaming. 

For most the fond memories 
include more than just 
gaming. Many Speccy 
and C64 owners 
learned a respect for 
their machines, that 
strange relationship that 
wavered between love 
and hate, between the 
machine doing as it was 
told and dishing out 
hours of entertainment 
and the machine crash- 
ing. refusing to load 
games and, worse still, 
burning out. 

For many it also 
involved a strange emotional con- 
tent. The feeling of getting home 
after forking out every last penny 
you saved on a game whose pack- 
aging dazzled you and promised 
days of endless play. The feeling 
of shoving it in the tape deck, 
excitedly pressing ‘play’ and 
watching the ever mesmerizing 
colours splash across the TV 
warning you of the impending 
fun to be had. The feeling of wor- 
rying whether the game 
would load properly or 
if the machine would 
crash causing you to 
develop superstitious 
paranoid delusions such 
that you would ensure 
the tapedeck was suffi- 
ciently located away from other 
interfering electronic devices or 
tip toe around the room, fearful 
that every step might jog the cas- 
sette or even, as a last resort, pray 
to Murphy and beg that you and 
your new game should be, for 
once, an exception. And finally, 
the feeling of sheer elation as the 
game finishes loading and pre- 
sents its title screen to you, beg- 
ging you to play it and explore the 
endless genius within. 

Hey, at the time, games were life. 
Nothing's changed, really... 



The name of the game 

Ok, so now you know what these 
machines were, but what was so 
dam addictive about these 8-bit con- 
soles whose computing power is 
now outdone by your average wrist 
watch? As it happens, it’s this same 
inadequate technology that led to 
some of the most playable games of 
all time. That’s what the 8-bit con- 
soles were all about: playability. 

The behemoths on which we play 
our games today are infinitely more 
capable machines. Back then, all a 
programmer had to work with was 
the console itself. There were no 
real upgrade options for the 
Commodore 64 or the ZX 
Spectrum, they came complete. If a 
game was to be good, it had to be 

good within the confines 
of the machine. 
Nowadays a game can 
be poorly programmed 
because there's always 
room to move. Game 
running slow? 
Recommend the user 
upgrade their CPU, 
install more RAM or 
buy a faster video card. 

It’s a cop-out. The pro- 
grammers that made 
games for the old 8-bit 
consoles were geniuses. 
Rather than fit hardware 
to the software, software had to fit to 
the hardware. There were so many 
tips, tricks and loopholes to 
Commodore 64 and ZX Spectrum 
programming because people even- 
tually found a way to do what they 
wanted in a game, even when it 
seemed impossible. 

For example, even on the super 
primitive ZX81 series (pre-ZX 
Spectrum) games programmers 


Emulating the past 

If you feel a hankering for the 
nostalgic, you can re-live those 
years of gaming glory on your 
beloved PC. You will find dedicat- 
ed games-loving programmers 
have written emulators of just 
about every platform for just 
about every platform. There are 
Spectrum, C64, Amiga, and 
Amstrad emulators, to name just 
a few, freely available on the web. 
In fact, there’s even a Spectrum 
emulator for the Commodore 64 
and, even more impressive, a java 
based Spectrum emulator - you 
can run a Speccy in your browser! 

• Below are just a few of the many 
sites dedicated to these classic and 
brilliant machines, most of which 
contain memorable information and 
pointers to emulators and loads of 
freely downloadable games. 

Oh yeah, and you’ll find some 
emulators and all of the reviewed 
games on this month’s PC 
PowerPlay CD. Are we good to you 
or what?! 



Spectrum 

Planet Sinclair — 

http: //www. n vg. unit, no /Sinclair fol 

anet/ndex.html 

Sinclair Software database — 

http://cemark. the net. ch/zx/ssd/ 

java Spectrum emulator — 

http://Www.odie. demon, co. uk/spe 

ctrum/ 

Sinclair ZX Spectrum FAQ - 
http: //www. jetman. demon, co. ukfc 
peccy/faq/emulator.html 
This last site includes Spectrum 
emulators for the PC, Amiga, Mac, 
Amstrad, Atari, Windows, UNIX, 
OS/2 and NeXT! 

Commodore 

C64 Stuff — 

http: //www. gla. ac. uk:8o/- clubs /W 
ebSoc/~ 9405247 a/c 64 .html 
Greg and David’s C64 Web Page- 
http://www. ozemail. com. au:8o/%>7 
Egvincent/ 

The Commodore 8-bit WWW Server 

http: //www. hut.fi/Misc/cbm/ 

Other Commodore related 
links 

http://www.student.nada.kth.se/- 
d93-alo/c64/inks. html 

This last site has a vast and com- 
prehensive list of anything 
Commodore, if it exists it’ll be here! 


PCteal Mfeg? 





Bits and bytes of history 

Many games companies or notable individuals that started on the ZX 
Spectrum or Commodore 64 are still in the games business today in one form 
or another. They have changed and evolved over the years but all of them 
began on these classic 8-bit systems. If you've played the game, you know 
the name. The people and companies listed below are sure to ring a bell. 

• Ocean began life developing games for the ZX Spectrum and 
Commodore 64. One of their most popular titles (and much loved) was 
Head over Heels written by one Ion Ritman (see below), first appearing on 
the Speccy and later on the C64. 

• Gremlin Graphics, who made many a popular Spectrum game are still 
around today, except you know them as a quite diversified Gremlin 
Interactive. Gremlin honour their aged beginnings with a web page dedicat- 
ed to the games of this era at http:/,bvww.grernlinxo.uk: 8 ofretroindex.html. 

• Oave Perry, head honcho of Shiny software and developer of games such 
as Earthworm Jim and MDK (interviewed in PCPP issue 12. page 26) began 
his programming days writing games for the ZX Spectrum under the guise 
of Mikro-Gen (which some of you may remember). 

• Those who recognise the names of John Hollis (known for Quicksilva and 
Meteor Storm) and Tony Mack (Gyroscope. Paper Boy and Super Sprint — 
all C64 classics) will now find these guys writing games for Sega. 

• Along similar lines, Mike FoUin of Bubble Bobble fame now works for 
Nintendo. 

• Ion Ritman, co author of Head over Heels and Batman, is still around 
with his own company called Cranberry Source. 

• lulian and Nick Goltop. who authored Chaos and Lasersquad, are the 
owners and programmers of Mythos (the guys who wrote UFO/X-COM). 

• Mark Haigh Hutchinson of Vortex (a name not commonly remembered) 
now applies his talents for the benefit of Lucasarts. 

• Steve Kelly, one of the authors of the most amazing Speccy race car sim 
called Chequered Flag, is an integral member of the Bitmap Brothers. 

• John Gibson and Fred Gray, formerly of Imagine, now work for Psygnosis. 

• And lastly, perhaps the most notable of all, are the whereabouts of the 
ever worshipped (and ever secretive) Ultimate - Play The Game team. The 
Stamper brothers, a duo of immense talent, managed to produce one hit 
after another for the ZX Spectrum, always pushing back musical and 
graphical boundaries. Their first 14 releases were all smash hits, averag 
ing a score of 93% in CRASH magazine, making Ultimate one of the most 
successful software houses of all time. And where are they now? You'll 

find them under the label Rare, pro- 
ducing arcade coin-ops (such as 
Killer Instinct) and games for the 
Nintendo consoles. 

• Oh yes, and what ever happened to Sir Clive Sinclair? Sadly his company 
was bought out by Amstrad in the early ‘90s and he lost the right to pro 
duce and sell computers under the Sinclair name. Rumour has it that Sir 
Clive has moved on to other endeavors (such as his famed electric car of 
the ‘80s) and some have said that the eccentric scientist has little interest 
in computers these days, and doesn*t even have one of his own Sinclair 
machines in his room. 
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managed to produce hi-res games 
(well, relatively) by re-writing the 
ZX8i’s display routine and adjust- 
ing pointers to the machine’s ROM. 
This is equivalent to re-writing how 
your video card works and screwing 
around with the BIOS of your PC. 
Such dedication just to create 
games! More impressive than this, 
is that the ZX81 had just ik of 
RAM. ik. That’s not small, that’s 
unbelievably minute. And yet one 
dedicated programmer at the time 
managed to fit all the complex equa- 
tions and rules of chess into this ik 
in a program which became known, 
not surprisingly, as ik Chess. 

This breed has come and gone. 
This sort of dedication is rarely 
seen today. 

It was this same dedication that 
led to amazingly playable games. 
When you’ve only got 64k or 48k 
to work with, you’ve got to choose 
how you use every single byte. 
Think about this: 64k is the upper 
limit on the Commodore 64. 
Within this small space, equal to 
the size ofCOMMAND.COM in 
DOS 6 and below (the shell that 
allows you to interact with your 
disks), there were games made 
which were so playable that some 
still put PC games to shame. 

This sort of hardware restriction 
forced developers to be innovative. 
Every imaginable game genre’ 
started here. Everything you see on 
the PC today, from platform games 
to strategy games to simulations 
started on the ZX Spectrum and 
the Commodore 64. Even the first 
person perspective games (you 
know, DOOM) started back here. 
They weren’t exactly shooting 
games, more line drawn 3D maze 
adventures, but the concept was 
there nonetheless. 

And in this respect, it’s rather sad. 
PC games today fit within perhaps 
ten popular niche genres. Back in 
the 80s, every genre was popular, 
every game had a chance to be big. I 
have never seen a game since as 
new in its ideas and as brilliant in 
its gameplay as The Sentinel. 

Nowadays, developers on the PC 
would rather go with a tried and 
tested popular genre rather than 
think up new game ideas and try 
them out. How many DOOM 
clones have we seen? How many 
Flight Simulator clones? How 
many Ultima clones? What ever 
happened to the Sentinels, the 
Tetris’, the Arkanoids and the 
Elites of this world? 

We owe the gaming past a quite a 
lot really, so now we’ll take a quick 
squizz at some of the classic games 
that ran on these classic machines. 


Five Speccy greats: 

JetPoc 



One of Ultimate’s all-time clas- 
sics and many a Spectrum owner’s 
first game. 

It was basic in its implementation 
but a nifty game idea nonetheless, 
basically because it allowed infinite 
possibilities in level design. In 
short you had to rebuild your rocket 
and refuel it on every screen by 
picking up the parts and dropping 
them on top of each other. Sounds 
easy? Not when you’ve got to dodge 
and shoot nasties which get sneaki- 
er and nastier as the levels go on. 

A rather cool cycling laser effect 
drew many a young impression- 
able gamer to this game and the 
semi-realistic gravity fall effect 
made the game just that much 
trickier to play. Like just about all 
games on the ZX Spectrum, it 
called for fast reflexes and plenty of 
spare time. This game could never 
get boring. 

Manic Miner 



Willy is a character every Speccy 
user remembers. Everyone loves 
Willy, the star of games such as 
Manic Miner and all of the Jet Set 
Willy series. 

With the agility of truck full of 
bricks this platform game called for 
quick reflexes and the patience of a 
saint. You had to complete a level by 
jumping around and overcome 
obstacles to progress, whilst dodging 
nasties and running against the 
timer in the form of an oxygen bar. 
Sounds quite sadistic really doesn’t 
it? Yet thousands worldwide spent 
many an hour playing Manic Miner. 
Brilliant, addictive, and with a theme 
song that sends shivers down your 
spine everytime you hear it. A classic. 


The Hobbit 
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Based on Tolkien’s famous book 
the Spectrum game became one of 
the first relatively-graphical 'adven- 
ture’ games to ever grace a comput- 
er. A mixture of still picture envi- 
ronments powered with a text inter- 
face saw gamers playing for days on 
end trying to solve the adventure. 


Ironically, The Hobbit is said to be 
buggy to such a degree that the game 
isn’t actually completeable. This 
known, gamers would still play the 
game to bits for one and only reason: 
the fun was in the playing, not the 
completing - as any game should be! 




Football manager 



The soccer fans dream. Ok, so 
it’s mostly full of plain text details, 
has a boringly basic interface and 
graphics that could be bettered by 
the LCD on your microwave but 
somehow... someway... this game 
captured the spirit of football man- 
agement. 

You could elect to play any team 
on the British grades, you could 
buy and sell players, take out loans 
with the bank, choose who your 
team members and even, for such 
a primitive machine, watch your 
boys play and win! 

Match results were calculated 
fully and then ‘highlights’ of vari- 
ous goals were shown, right down 
to tackling and goalie saves! It was 
brill! And ever better, you could 
rename a player to your own name, 
so you’d be there, on the field, 
scoring for your team! Magic. 


Chequered flag 



State of the art racing! Well, at 
the time. Multiplayer too. Split 
screen joy. Although it looks 
incredibly basic now, when the 
game was released everyone was 
playing it. Everyone. Racing was 
fun, and now you could race safely 
in your own home without getting 
fined for it. 

And, being multiplayer, you could 
challenge your mates on the tarmac, 
gauging your speed, going into the 
pits as required and even wearing 
out your tyres. Only one of the many 
Speccy racing car sims, but the best. 



Elite 



Who could ever forget Elite? 

I don’t need to say anything else, 
if you don’t know what Elite is 
then you shouldn’t be living. 

Oh allright then, for those of you 
who missed out on what is univer- 
sally agreed to be the best game of 
all time, Elite was a space trading 
and combat game that, to be inten- 
tionally diched, was light-years 
ahead of its time. Not only was the 
universe vast, realistic and growing 
without you, but it was the first 
game to implement a 3D vector 
engine with relative speed. The 
design, the ever changing universe, 
the vast repertoire of ships, compo- 
nents and tradable items and even 
the bonus element of the 
Thargoids combined to make Elite 
a game you start playing... and 
never stop. Literally, Elite has no 
end, it goes on forever and ever 
and gamers gladly play it till the 
cows come home. 

There have been many versions 
over the years for every platform 
imaginable. But even the PC ver- 
sions, and the later sequels of 
Frontier and Frontier II (using a 
different engine) seem to lack what 
the original had. Originally on the 
ZX Spectrum, the C64 version is 
the one to remember, taking advan- 
tage of the better C64 technology. 

Elite’s era has come and gone, 
but it will always be the best game 
of all time. 


flRCHON 



Yep, looks like chess, only it’s 
not. The rules are different, power 
squares are involved and best of 
all, it’s an arcade action classic all 
the way. When you take a square 


occupied by another piece, you 
fight it out joystick to joystick, each 
piece with its own advantages and 
weapon types. Long before Battle 
Chess (which is inferior) Archon 
and its sequel had gamers every- 
where enjoying a classic twist to a 
strategic board game. 

Most gamers will remember the 
mages with their small selection of 
spells (but each a strategic blow if 
used at the right time) and the vari- 
ous abilities of the creatures in play. 
Perhaps the two most feared, one 
from each side, is the aura-glowing 
wraith from the black side and the 
rapid fire unicorn from the white 
side. It was this sort of diversity 
between each piece on the board 
that led to some brilliant one-on-one 
combats. No other game could have 
you waggling your joystick at your 
pal as frequently as Archon. 


The Sentinel 



Another winner in the field of 
innovative design and adrenaline 
pumping gameplay — achieved 
without one moving sprite, big 
guns or any sort of action at all. 
Sound interesting? It was, and 
never got boring. 

Probably the only game in history 
to have over 1000 levels, each 
unique — not randomly generated 
— and yet still stored in the form 
of equations to save space. Each 
level was a rendered’ 3D environ- 
ment which you could smoothly 
look around. A fixed amount of 
energy’ existed in each plane of 
existence and movement was 
achieved by absorbing nearby 
objects and then using that energy 
to create a duplicate of yourself, 
anywhere you can see on screen, 
and warping to the duplicate. 

Slowly you could climb the moun- 
tainous ranges until you could 
reach the level Sentinel himself and 
absorb him. Of course, he’s not a 
friendly chap and while you spend 
time trying to climb higher he’s 
rotating like a lighthouse, seeking 
out all those who might oppose 
him. He can't move, but should 
you stray into his sight he'll suck 
you dry and it's game over. Hence 
pressure was always on to keep on 
the move, whilst trying to work out 
how to get higher and higher. 


A brilliant concept superbly exe- 
cuted. Keeps you addicted for 
hours playing endless levels that 
slowly get harder and harder. For 
ideas and original gameplay, noth- 
ing in the computer gaming world 
has ever superseded it. 


IK + 



The king of all fighting games. 
International Karate Plus combined 
aesthetically pleasing backgrounds 
complete with the odd flying bird, 
crawling caterpillar and web wield- 
ing spider with a free for all karate 
beat-em-up that had more moves 
than a shuriken wielding lone ninja. 

The sound track by Ron Hubbard, 
a musical genius in his own time, is 
remembered by all who play this 
game as is the comical attitude por- 
trayed by the karate dealing charac- 
ters and the aged mediator. Unlike 
your average multiplayer karate 
game, this wasn’t limited to one or 
two players — you could optionally 
play with a computer character and 
two human characters, making three 
player beat-em-ups much fun as you 
dealt with attackers from each side. 


Bubble Bobble 



Bub and Bob are two of the most 
loved characters of all time. 
Originally they appeared in the 
arcade version of Bubble Bobble but 
these two friendly dinosaurs made 
the transition to the C64 quite well. 

If you haven’t played Bubble 
Bobble then you've surely missed 
out. It was an extremely original 
game, combining a little thinking 
with your traditional bounce around 
platform style game. Bubbles were 
your temporary method of offense, 
used to encapsulate nasties which 
you then dispose of by bursting the 
aforementioned bubbles. 
Increasingly tricky levels saw you 
learning fast how to jump around 
avoiding and capturing nasties. 
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